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RuneQuest Picks Up 
Where Others Leave Off! 
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Darn. ..the British 
have done it 
to us again, 

They voted RuneQuest 
best role-playing system" 

at Games Day 5... 

thefr equivalent to 
a GenCorrGame Fair! 



That's embarrassing! RuneQuest is 

an American game. Apparently 

Americans don't know about it... yet! 

That's all going to change right now. 

Here is a role-playing system that... 

"unites game and imaginative reality.' 

Just Out! 
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Now in its "3rd Edition," RuneQuest can be 
played within any fantasy world, Included 
in the Deluxe Version is the Players Book 
(character generation, game system, combat skills); 
the Magic Book (spirit magic, ritual magic, 
divine magic, sorcery); the Creatures Book 
(over 90 different ones); the Gamemasfer's Book 
(civilization, gamemaster Instructions, treasure 
ships, two scenarios, encounter charts); 



Introduction to Glorantha (dragonewts and 
chaos creatures, common knowledge, cult of 
Ernalda); Fantasy Europe (full-color map); 
Pullouts, Adventure and Character Sheets; and Dice 
(2D20, 1D8, 3D6).„all this for just $29.95 Retail. 
The Standard Game (not shown)— just $15— is a 
no-frills version, but all one needs to get started 
in this fabulous role-playing system that picks up 
where other systems leave off. Already, we offer 
enough modules and adventure supplements for 
a lifetime of role-playing pleasure— with more 
to come. 



The Entire Range Includes: 

RuneQuest Deluxe #857 $29,95 
RuneQuest Standard #8579 $15 

Modules: 

Monster Coliseum #8573 $16 

Human Adventurer Pad #8574 $10 

Nonhuman Adventurer Pad #8575 $10 

Vikings #8576 $21 

Sods of Glorantha #8577 $18 

Griffin Island #8578 $16 

Land of Ninja #8584 $16 

Glorantha #8585 $24 

Trollpak #8586 $18 

Troll Gods #8587 $20 

Elder Secrets #8588 $20 









Adventures: 

Gioranthan Bestiary #85711 $9 

Apple Lane #85712 $10 

Snakepipe Hollow #85713 $10 

RuneQuest Cities #85714 $10 

Troll Realms #85715 $10 

The Haunted Ruins #85716 $10 
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Without further ado, I turn over this column to 
one Albert Fbuner and our own Don Greenwood (for 
reasons that should be readily apparent): 

Dear Avalon Hill, 

Screw you, and all the buttheads that work for 
you, and that includes Don Greenwood. You jerks 
have gone too "far, this tima I refer, of course, to 
your new game TURNING POINT- STALINGRAD. 

When I read about it in a recent issue of The 
GENERAL, I could hardly wait. This was for two 
reasons: one— Stalingrad has always been of 
interest to me, and two- I've got THUNDER AT 
CASSINO which I enjoy. These combined I felt 
would make for an excellent game. So I bought it; 
and, as I eagerly examined the contents and studied 
the rules, ! felt sure I had made a good choice. Well, 
Imagine my surprise as I was looking at the OOB 
for the extended game and noticed that ft said that 
most of the units below were not included but could 
be purchased separately. 

I was shocked, amazed, dumbfounded even. The 
box made no mention of this fact, and neither did 
the article in your magazine ["Coming Attractions" 
in Vol. 25, No. 3]. How could you do this, to me? 
I've never before been so outraged by one of your 
products. 'Ybu misled me. Even if the box had said 
something about this, I probably would have still 
bought it. But noooo! Instead you buttheads have 
to be devious and underhanded. You've destroyed 
my trust in your good name, and from now on I'll 
have to wonder what will be missing from the next 
Avalon Hill game I buy. 

You may hear from the Better Business Bureau 
because I'm just Irate enough to call. I also demand 
either a refund or the missing pieces for the ex- 
tended game. Of course, the demands are not set 
in stone. Yes, you guys have just lost a loyal 
customer, I've probably bought just about every 
wargame you ever made. Godl I can't believe it. 

Albert Fbuner 
Zion, Illinois 

I should have known better. I got a similar letter 
years ago when we included variant counters for 
STORM OVER ARNHEM in the game and advised 
players that the variant rules would follow in The 
GENERAL featuring that gama 

My logic was simple, or so I thought. The variant 
was just that— a different way to play the game 
which added considerably to its length. It had not 
yet been tested and inclusion in the game itself 
would have exceeded the 16-page format of the 
rulebook and required a price increase But, there 
was room on the game's counter sheets, and by 
including the extra counters there I saw a way to 
give GENERAL readers a free set of die-cut coun- 



ters for the feature article of that issue . . , and give 
myself some more time to test the variant rules and 
scenario. Although it was interesting, in my opinion, 
adding it to the game itself would have detracted 
from the overall effect of the simulation. I reasoned, 
"Why charge everyone more money for an untested 
variant which will increase the playing time of a 
game that is already too long?" I soon found out: 
"it was all a scheme to force people to buy The 
GENERAL]" Oooh ... are we ever evil or what? 

It did no good to reason with the writer then that 
the variant was an "extref— a freebie that would not 
have existed at all were it not for the magazina I 
had no intentions of ever including it in the game 
itself, and included it there only at the last instant 
because I saw a way to give GENERAL readers 
some die-cut counters. Had I left ft out of the game 
entirely and printed the variant with paper counters 
in ■tiie magazina the writer's sensibilities would not 
have been offended and no-one would have had die- 
cut counters. Instead, I chose the way of the 
"butthead". 

I guess I'm still an evil butthead because I made 
a similar decision with TURNING POINT- STALIN- 
GRAD. The game was originally designed to cover 
only the first three weeks of the battle for the city 
for three reasons: 

1. The game was designed to he playable in an 
afternoon — any games extending past the three- 
week mark certainly couldn't be finished in a day. 

2. The most interesting and mobile part of the 
battle took place at the outset. After three 
weeks, the Germans had chance for neither 
maneuver nor a realistic shot at victory. 

3. Inclusion of the Order of Battle past Week 
3 would require a third counter sheet— boosting 
the price of the game past the $25 mark which 
spells slow death on the store shelf, 

I put the question to my playtesters. Should we 
include the complete OB and increase the price 
(decreasing sales) or forego it altogether? Opinion 
was split "No!" said the play ability camp, "we never 
play past the third week anyway; virtually all our 
games are ended by the Sudden Death victory con- 
ditions in the first three weeks." "Yes!" said the 
simulation camp, "we want to fight the whole 
battle!" Betwixt and between as usual, I tried to 
please them both. We would prepare and test the 
complete OB but offer it in the game only as an 
extension— purchasable separately. So those who 
wanted to play the complete simulation would do 
so at a prica while those interested only in the game 
could play it at a lesser prica Each camp paying 
according to what ft consumed was my reasoning. 

Continued on Page 20, Column 3 



CONVENTION CALENDAR 

The GENERAL will list any gaming convention in [his 
space free of charge on a space available basis provided thai 
we are notified at least four months in advance of the conven- 
tion date. Each listing must include the name, dale, site, and 
contact address of the convention. Additional information of 
interest to our readership such as tournaments or events utiliz- 
ing The Avalon Hill Game Company's games is solicited and 
will he printed if made available. 

The Avalon Hill Game Company does not necessarily 
attend or endorse these gatherings, nor do wc guarantee that 
events using The Avalon Hill Game Company's games will 
be held. Readers are urged to contact the listed sources for 
further information before making plans to attend, 

MAY 25-27 
2nd CIVIL WAR GAMING RETREAT, Middle- 
town, Virginia 

Contact: Volunteers, c/o Bill Koff, 146 Chimney 
Lane, Wilmington, NC 28409. (919) 392-5145. 
Note: Along with the many historical simulation 
gaming activities, a highlight of the Retreat will be 
an exclusive tour of the Cedar Creek battlefield. 

MAY 25-28 
GAMECAUCUS II '90, Concord, California 
Contact: Mike Wilson, P.O. Box 4S67, Walnut 
Creek, CA 94520. 

Nate: Featured events include competitions in SL 
and ASL, DIP. WS&IM, B-17 and ElA. 

MAY 26 
UP FRONT STATE CHAMPIONSHIP, Con- 
cord, California 

Contact: Pat Cook, 1900 Scot Parkway #915, 
Vallejo, CA 94591. (707) 552-4269. 
Note: This is the 2nd annual Championship meet. 

JUNE 16-17 
SL RALLY *90, Dallas, Texas 
Contact: Terry Treadway, P.O. Box 265, Marshall, 
AR 72650. 

JUNE 22-24 
WORLD DIP-CON H, Chapel Hill, North 
Carolina 

Contact: David Hood, 15-F Estes Park, Carrboro, 
NC 27510. 

Note: The international DIPLOMACY convention, 
combined with the national DIPLOMACY tourna- 
ment this year. 

JUNE 22-24 
MICHICON GAMEFEST '90, Southfield, 
Michigan 

Contact: Mike Bartnikowski, Metro Detroit 
Gamers, P.O. Box 656, Wyandotte, MI 48192. 
(313) 928-7744. 

JUNE 28- JULY 1 
ORIGINS '90, Atlanta, Georgia 
Contact: Origins '90, P.O. Box 47696, Atlanta, 
GA 30362. (404) 457-2490. 
Note: The National Strategy and Adventure Gam- 
ing Convention and Exposition. 

JULY B-15 
ATLANTICON '90, Baltimore, Maryland 
Contact: Dale Wetzelberger, P.O. Box 15405, 
Baltimore, MD 21220. (301) 574-5066. 
Note: Among many other events, competition 
will be offered in ASL, DIP, CM, KREMLIN, 
DUNE, 3R, B-J7and other Avalon Hill titles. 

JULY 26-29 
HISTORICON '90, Harrisburg, Pennsylvania 
Contact: Robert Coggins, HMGS, P.O. Box 
222, Annapolis, MD 21401. 
Afore.- The NorthEast's premier miniatures gam- 
ing convention, with miniatures versions of some 
of Avalon Hill's best tactical boardgames (MBT, 
FLIGHT LEADER, ADVANCED SL) as well as 
NAPOLEON'S BATTLES. 

AUGUST 4-5 
CAPITOL-CON VI, Springfield, Illinois 
Contact: Bill Wilson, Springfield Gamers 
Association, 99 Cottonwood Drive, Chatham, 
IL 62629. (217) 483-5797. 
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At last! An entire college hoops tournament is 
playable In an evening with MARCH MADNESS — 
a game portraying all the drama of an entire 64-team 
NCAA tournament played out on your tabletop in 
under two hours. Replay the 1989 tournament with 
our components. ,, or use the current year's seedings 
from your local paper and our pressure-sensitive 
labels and formula to re-create any tournament 
field by simply placing teams on the correct bracket 
of the gameboard and starting play. Predict next 
year's champion before it's decided on the court, 
and see how closely your tournament mirrors real life ! 

MARCH MADNESS uses a combination of 
statistically-derived player ratings and specially 
color-coded dice to enable replays of whole 
games from the opening tip to the statistical 
wrap-up in a matter of minutes. Competitive 
players wili also enjoy the fact that it's more than 
just a dice game. Your decisions really influence 
the outcome by play of strategy cards at critical 
moments. Great solitaire rules allow enjoyable 
play whether you are alone or in the company of 
up to three other players. 

For those craving more statistical accuracy and 
star appeal, the Advanced Game includes 120 
rated Final Four teams of the past 30 years. Now 
you can span the decades to pit the college 
teams of Magic Johnson, Larry Bird and Michael 
Jordan against the greats of a bygone era: Jerry 
West, Bill Russell, Wilt Chamberlain, Elgin Baylor, 
Oscar Robertson and dozens of other hoop greats, 
past and present. You can even match the UCLA 
of Lew Alcindor against the Bruins of Bill Walton... 
or hold your own fantasy tournament of the greatest 
teams of history to determine which was truly the 
best collegiate basketball team of all time. 
For ages 10 & up. 

MARCH MADNESS is available now for $25.00 from 
The Avalon Hill Game Company (4517 Harford Road, 
Baltimore, MD 21214). Please add 10% for shipping 
and handling (20% for Canadian shipment; 30% for 
overseas). Maryland residents please add the 5% 
state sales tax. 





TRAVELED TO THE TURNING POINT 

A Look at Strategy for TP: STALINGRAD 

By David Chapel 



It's September 1942, and General Paulus has just 
left the Fuehrer's new headquarters at Vinnitsa with 
orders that Stalingrad must be taken as soon as pos- 
sible. The general makes haste to board the flight 
bound eastward, where the decisions he makes will 
ultimately decide the fate of Germany. Stalingrad 
must fall quickly, and with modest cost to his 
already tired Sixth Army— for another Russian 
winter is on its way. But as he boards the plane, 
he finds his old nemesis, General Chuykov, pouring 
over a mint copy of TURNING POrNT; STALINGRAD. 
Chuykov looks up, smiles, and asks, "Ready for 
the dry run, Comrade?" General Paulus, a little 
shocked at seeing Chuykov on a Luftwaffe flight 
in the first place, can only nod in the affirmative. 

This fanciful introduction serves to lay the 
foundation for my article on the play of this new 
title from the boys on the Hill. It is a demanding 
game, one which the player who best manages his 
forces and time will win. Every action taken has 
a price, paid in casualties and/or time. To make 
matters worse, the rising and setting of the sun— 
which so governs the pace of the action — takes place 
by the whim of a dice roll. 

What follows is a fictional discourse between 
Generals Paulus and Chuykov (with some additional 
input from the pilot on occasion). Discussion begins 
with a tour of the Victory Point (VP) areas, and 
progresses through the initial set-up and opening 
moves. Rubble, Disruption, Stukas, artillery, rein- 
forcements, infiltration and the Tactical Advantage 
all play important roles in this game, and will be 
mentioned as well. So, without further delay, let 
us return to the airstrip and eavesdrop on the two. 

A GENERAL'S TOUR 

As they settle in, General Paulus observes that 
one of the key elements in TURNING POINT: 



STALINGRAD is that German victory conditions can 
be met in a multitude of ways. Assuming that a 
Sudden Death game is being played, the Germans 
need but another five VP more than the two they 
start with for Latashaka (Zone H), He brings out 
the map [the pilot observes that he uses this excellent 
work to fly by, since the ones provided by the Luft- 
waffe are inadequate and inaccurate] and unfolds 
a well-creased table listing all the VP areas, their 
value, and a subjective probablility that each specific 
area can be taken by his troops in the first week. 
General Paulus, a man not usually known for 
rambling, continues by pointing out: 

"A 'Very High' probability means that any 
German worth his salt should get, or hold onto, these 
areas. The German player has ZoneH to start with, 
but if one is careless, then the Russians can cut 
supply by taking Vinnovka (G) or even Yerzovka 
(F)." 

"Comrade Paulus, I'd like to note that there is 
certainly nothing more satisfying than cutting this 
supply line of yours during the night of September 
19th, and so reducing your seven VP to five sud- 
denly. Nothing must be more embarrassing." 

"That's why, General, the Wehrmacht has Zone 
H and must plan on holding it at all costs." 

"We'll see, Paulus. Go on," 

"The second-most likely area for occupation by 
the Germans is Kuporosnoye (#30), which should fall 
on September 13th if using the normal set-up . . . 
in which Hill 120.0 (#1) is loaded with the majority 
of the 29th Motorized Division units. The limita- 
tions of the historical set-up might make taking this 
area more difficult, due to the 29th' s two infantry 
regiments being split between Hill 120.0 (#1) and 
Beketovka (Zone A). 

"The only area which I rate 'High' probability 
of falling to us is the Kuibyshev Sawmill (#31). This 



area is the natural objective of the 29th after it has 
polished off the defenders at Kuporosnoye. The 
Sawmill will usually fall sometime during the first 
week, provided that the 29th has been given the task. 
And the area must be under German control by the 
end of the 16th if the 29th Motorized Division is 
to play an active part in the remainder of the fight- 
ing this first week. Elements of the 94th Infantry 
can be used on September 13th to gain a foothold 
in this area ..." 

"Yes, yes, Paulus. A foothold is essential if you 
plan to take the Sawmill in a reasonable span of time. 
But if you fail to get any units into the Sawmill on 
the first day, 1 can assure you that I will be bring- 
ing in the 1078th AA Regiment from the Brickworks 
(iW>9) . . . assuming the initial placement of rubble 
allows it. If so, when the sun rises over the Volga 
next, the Kuibyshev Sawmill will be the cornerstone 
of the Stalingrad fortress." 

[At this point, the pilot shrieks in mirth at hear- 
ing Chuykov's rhetoric about the AA unit. He 
knows that it is a rare game indeed that the AA unit 
will ever make the trek from the northern reaches. 
Unbeknownst to the two generals, the pilot received 
his copy of TPS weeks before they did. And these 
long flights east have given him plenty of opportu- 
nity to learn some essential nuances of this game. 
He concentrates on his duties again as General 
Paulus continues.] 

"These areas rated 'Medium* are all realistically 
obtainable during the first week if a concerted effort 
is made to take them as a primary objective. The 
Minina Gully (#32) is the third domino of the 
southern riverbank, and will usually be very strongly 
defended; some Russian 4-6-4s or *-6-5s should be 
occupying the area by the time the Germans can get 
a crack at it. Therefore, before trying to capture this 
area, it may be worth reviewing some other options 



before getting bogged down in a protracted fight. 
The 29th Motorized is the best offensive and most 
mobile stack the Germans have in the opening order 
of battle. Losing them to a four-day disruption is 
obviously harmful to the German cause. 

"As an alternative, for instance, the Mamayev 
Kurgan {#56) is the focal point of the whole game, 
and if the Germans manage to control it in the first 
week, the Russians are finished ..." 

"Paulus, may 1 point out that your Fuehrer said 
something to the same effect two months ago about 
Russia — and look where you are today!" 

"Well, Chuykov, the three VP that it gives us, 
combined with die two we begin with for Latashanka 
and one for Kuporosnoye would guarantee us a six- 
point Draw condition. If the tie-breakers are being 
used, this will usually result fn a German win, based 
on my experience of relative casualties. In addition, 
disruption of the Russian reinforcements crossing 
the Volga should jump to over 50% due to the five 
Interdiction Points the German player will have- 
two for control of a riverside area (Kuporosnoye) 
and three for having control of and an observer on 
the Mamayev Kurgan. Slowing down those Russian 
reinforcements will keep the German steamroller 
moving to the Volga." 

"Paulus, let me take a moment here to give some 
suggestions to my comrades trying to hold onto this 
area. Early on the first day, I usually bring in the 
2nd Motorized Brigade (5-4-4) and the 2nd Com- 
pany of the 397th Tank Destroyer Battalion (*-2-5). 
Ideally these units have set up in the same "start" 
area. Additional support can be brought in in the 
form of the NKVD units which start in the Army 
Camp (#60) or on Barracks Hill (#58). The best time 
to move any units to Mamayev Kurgan (#56) is after 
the Stuka has flown its mission for the day. Ideally, 
and ultimately, Mamayev Kurgan should have at 
least five Russian units at all times. Also, the 42nd 
Battalion (6-7-4) which arrives on the 14th should 
be immediately moved there, and backed up with 
some other fresh infantry (4-6-4) when available, 
to provide double protection." 

"Hah, if I thought you could manage that so easily 
Chuykov, I'd slit my wrists here and now. The key 
for the German is to maintain such pressure all along 
the front that you won't be able to afford the luxury 
of moving, or having, five units on Mamayev 
Kurgan ... Jet alone a spare 4-6-4! 

"Moving on, Chuykov, we find the Oil Refinery 
(#65), which can be captured during the first week 
but would come at a high price. However, it is a 
very desirable area to control due to its strategic 
leverage. If the Russians are determined to hold 
Mamayev Kurgan, the Refinery often falls by 
default. However, this area wiD not usually be mine 
until September 18th or 19th — if at all— and there- 
fore, splitting the Russian forces will only have a 



major impact if the battle continues into the second 
week, or longer. 

"The Red October Factory (#67) can fall in the 
first week when She Germans take a low-key 
approach to attacking the north-central area of the 
board. 'Low-key' implies not using so much force 
in the north -central area that the Russian purposely 
starts covering the region with strong (4-6-4) in- 
fantry units. A feint for Mamayev Kurgan (#56) can 
switch tracks and bypass it, heading northeast. The 
Russians are always hard-pressed for units. A direct 
consequence of this is that the northern riverbank 
areas, from the Red October Factory to the Dzerher- 
zinsky Tractor Factory (#70), will often be lightly 
defended. A breakthrough into this area can be 
devastating to the enemy. Unfortunately for the 
Germans, even their mechanized units will usually 
be only able to take one of the north-central river- 
bank areas when flooding through a breakthrough. 
The area that seems to fail most often is the Red 
October Factory, which is why I have given it a 
medium probability of capture. 

"Rynok (#74) and the Skuchaya Mechetka gully 
(#72) are the northern Victory Point areas which 
I rate 'Medium'. They get this because, even though 
these areas can definitely be taken with a concen- 
trated effort, this is usually not possible due to other 
commitments in the southern and central sectors of 
the map, A German player who is willing to fore- 
go the push on the Mamayev Kurgan (#56) can use 
the forces normally committed to that offensive in 
the northern reaches. Harassment attacks by the 
Stuka can open up an avenue of advance, for these 
areas are lightly defended. In a one- week game, the 
seven Victory Points could easily [?] come from tak- 
ing these two areas, and Kuporosnoye (#30), the 
Kuibyshev Sawmill (#31), and retaining Latashanka 
(Zone H). This plan of action still requires that a 
central push be made; otherwise the Russians just 
pile their reinforcements into the northern and 
southern areas, forming two impenetrable walls of 
bodies. A central push keeps them busy and worried. 
Disguising your true intentions until the Russian 
commits the last of his reserves is essential. 

"The two Low probability areas for me are the 
Tennis Racket (#66) and Spartakovka (#71), The 
Tennis Racket is hard to come by because it com- 
mands more attention, and the path to it is blocked 
by the Mamayev Kurgan (#56). The Red October 
Factory (#67) is just to the north, and offers two 
VP; the Kurgan, just to the west, offers three\ The 
Oil Refinery (#65) may be worth only one point, 
but is adjacent to six areas— whereas the Tennis 
Racket is adjacent to but four. The more adjacent 
areas there are, the more options available to me 
to hit weak points." 

"Ah, but General Paulus, that also means there 
can be more areas from which 1 can hit back." 







Table It TPS Victory Point Areas 



Area 



Name 



L-, 



#30 


Kuporosnoye 


#31 


Kuibyshev Sawmill 


#32 


Minina Gully 


#62 


Grain Elevator 


#63 


Downtown Ferry 


#64 


Red Square 


#65 


Oil Refinery 


#66 


Tennis Racket 


#56 


Mamayev Kurgan 


#67 


Red October 


#68 


Red Barricades 


#69 


Brickworks 


#70 


Dzerherzinsky Tractor 


#71 


Spartakovka 


#72 


Skuchaya Mechetka 


#74 


Rynok 


H 


Latashanka 



VP 

Value 


TEM 


Chance of German 
Control on Sept 19 


1VP 
2VP 


+3 
+3 


Very High 
High 


1VP 
2VP 


+ 3 
+4 


Medium 
Very Low 


2VP 
2VP 


+3 
+3 


Very Low 
Very Low 


1VP 
1VP 


+3 
+ 3 


Medium 
Low 


3VP 
2VP 


+3 
+4 


Medium 
Medium 


2VP 
1VP 


+4 
+ 3 


Very Low 
Very Low 


2VP 
2VP 


+4 
+ 3 


Very Low 
Low 


1VP 
IVP 


+2 
+ 3 


Medium 
Medium 


2VF 


+2 


Very High 



"K 



"Perhaps. But the Tennis Racket is just not a good 
place to go for during the first week. As for 
Spartakovka (#7 1), I feel that this just takes too long 
to get to in the first week. However, it is an excellent 
place to visit during the second. 

"My 'Very Low' areas include the Grain Elevator 
(#62), the Downtown Ferry Landing (#63), Red 
Square (#64), the Red Barricades Factory (#68), the 
Brickworks (#69) and the infamous Dzerherzinsky 
Tractor Factory (#70). In a battle between equally 
experienced players, these areas should never fall 
to the Germans in the first week. However, 'never 
say never' applies here, so they are rated but 'Very 
Low', Should these areas fall at all the first week, 
it is usually to a lone mechanized unit exploiting 
a breakthrough by moving into a vacant area . This 
situation is precarious, at best, and a Russian 
counterattack can usually dislodge the invader (or 
cut off his supply)." 

"Nevertheless, Paulus, a wise Russian will strive 
to leave a hedgehog defense of one Fresh unit in 
every other area along the riverbank to prevent such 
a catastrophe," 

"So, the Victory Point area tour is over. It is time 
to look at the combinations which will provide those 
additional five VP I need— assuming always that 
Latashanka (H) is held throughout the battle (or at 
least on September 19th when it counts). Most of 
my German victories have fallen into one of the con- 
figurations below: 

1, Kuporosnoye (#30); Kuibyshev Sawmill 
(#31); plus two of the following three: Minina 
Gully (#32), Rynok (#74) or Skuchaya Mechetka 
Gully (#72), 

2, Kuporosnoye (#30): the Mamayev Kurgan 
(#56); plus one of the following: Kuibyshev 
Sawmill (#31), Minina Gully (#32), Rynok 
(#74), Skuchaya Mechetka Gully (#72), or the 
Oil Refinery (#65). 

"'While it doesn't always happen this way; it's the 
basis for my strategy, Chuykov. What can you do 
to stop this manifest destiny?" 

SETTING UP 

Paulus seemed pleased with himself, and his 
smugness showed in his tone, "Well Chuykov, you 
get the honors of setting up first. Shall we use the 
historical set-up, or the normal set-up for the Basic 
Game?' ' 

"My choice is obvious, Paulus — the historical set- 
up suits me fine." 

[The pilot mutters something about the fact that 
the historical set-up should be reserved only for use 
with the red Victory Conditions . , . for the Simu- 
lation Game. But then, he prefers this with the Basic 
Game rules because it offers the most even contest 
between the two sides,] 

"No, no, Chuykov, I think we should just go 
ahead and talk about the Basic Game set-up since 
we'll be in the real thing tomorrow," 

"Oh very well, General; I will begin immediately. 
Options for the Russian set-up are limited, but I've 
the following recommendations, 

"Cover key areas with the highest defense factors 
available. Each of these should have a four-defense 
factor unit and at least one scrub: Kuporosnoye 
(#30), Kuibyshev (#31), Rynok (#74), the Little 
Mushroom (#48) and the Big Mushroom (#73). My 
personal preference here is to put three units in 
Kuporosnoye, and six in the Sawmill (#3 1). In fact, 
the former can have as many as four units if desired, 
to improve the odds that your 29th Motorized 
Division will not succeed in an overrun on September 
13th. But then, that leaves the Sawmill more 
vulnerable. 

"Those Russians who are in an offensive frame 
of mind should note that if the elements of the 131st 
Division all set up in Kuibyshev Sawmill (#3 1), this 
will represent one of the strongest Russian, forces 
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possible at start which can attack the enemy, A total 
offensive value of nine is possible with the 131st 
Division's units when including artillery. But this 
offensive power is short-lived; it vanishes as soon 
as the area takes a casualty loss because the armor 
must take the first hit. 

"My units which set up in the 'red" areas should 
be concentrated on Hill 109.4 (#19). Hill 108.3 
(#12) should be protected by two units. The other 
same- colored areas need only one unit each. This 
placement allows the Mamayev Kurgan (#56) to be 
reinforced while using other units from Hill 109.4 
to help fill in the void in the north in the same 
impulse. But this deployment can backfire if the 
German places all of his allowable 295th Infantry 
Division units on Hill 109.6 (#1 1 ) and then attacks 
Hill 109.4 early in the day, before the Russians can 
move to Mamayev Kurgan or elsewhere. This only 
happens, usually, when things are falling apart in 
the southern quadrant, when the Russian has to burn 
up his impulses covering holes in the line in the 
south; if so, it has the nasty effect of making a bad 
situation worse. Those comrades wishing to be con- 
servative can just split the forces between Hill 109.4 
and 108,3. But I am reminded of an old Russian 
saying; 'Those who will defend everything, defend 
nothing. ' 

"Those poor units which begin at the Hospital 
(#24) are going to be subjected to the biggest 
onslaught of the first week. Therefore, load it up 
with every available unit. Hill 153.7 (#8) should 
have two or three units to absorb the artillery 
bombardment, hopefully maintaining a fresh unit 
after the storm. Every day the central German stacks 
are slowed allows the Russian time to fortify 
Mamayev Kurgan and the surrounding areas. 

"My 'purple' areas should each have roughly the 
same number of units, with the exception of the 
Tsaritsa Gorge (#26) which needs but one. A 
counterattack made up of elements of the 244th 
Armor Division can be located in the Tsaritsa 
Woods (#34). And this group can also be used for 
rapid deployment to any weakened areas which may 
need reinforcements." 

Looking up from the map, Chuykov emphatically 
says, "There are a couple of other points which must 
be made at this point. First, the Russian player 
should learn to forget about the Regimental Integrity 
Bonus. This may be hard to swallow, considering 
that the Russians have more full-set regiments than 
do the Germans. But, they must be spread out to 
cover territory, and rarely will the Russians have 
the luxury of going on the offensive anyway. In 
addition, casualties will surely hinder the applica- 
tion of Regimental Integrity. A better option, I think, 
is to preserve the machinegun and tank destroyer 
units which offer mobility and can aid any strong 
(4-6-4) infantry units in attacking disrupted enemy 
units . . . without the different Parent Organization 
penalty which plagues the Germans." 

"Well put, General. But now it's time for my 
Germans to set up. And it's fairly straightforward, 
since most of the units will be concentrated into great 
stacks. A total of five stacks, each with greater than 
a "10' in offensive power, can be put together at 
the start. Let me explain; 

' 'Elements of the 29th Motorized Division should 
be placed on Hill 120.0 (#1) where they can muster 
an attack strength of '16'. The other three 'grey' 
start areas should only contain one unit apiece. The 
resultant stack should be able to take control of 
Kuporosnoye (#30) in the first day of the fighting. 

"The units of the 94th Infantry Division can be 
combined into a respectable force in either Yelshan- 
ka (#28) or Sadovaya Station (#3). Personally, I 
prefer Yelshanka because it is closer to the Volga 
and can be used as a base for attack on either the 
Kuibyshev Sawmill (#31) or on the Leatherworks 
(#27) on the 13th. Even without armor, this group 
can muster a respectible attack strength of '13'! 



Consider the Odds, Sir 

Generals Paulus and Chuykov spend a lot of time rambling 
on about general strategies. But. as any gamer knows, the firm 
base upon which these must be built arc the probabilities of 
certain events occurring. It's lime to satisfy those who may 
desire a way to calculate the chances of success and failure. 

Combat resolution is foremost on the list in considering 
probabilities in any wargame. Each attack will have some 
specific objective in mind. This may be disruption of a Fresh 
unit, or it could be the outright elimination of enemy units in 
a VP area. In TP: STALINGRAD, it all comes down to a con- 
sideration of needing some level of casualty points inflicted 
on the enemy. This can be [hree CP per unit, plus one to 
guarantee an Overrun— or it can be but one CP to get a Fresh 
unit to flip. Table 1 lists the odds of success for achieving some 
desired casualty point level, for a known offensive strength 
minus defensive strength (let's define this as the attack 
modifier). The CP required and the attack modifier values can 
be likewise combined, leaving the two dice rolls as the only 
unknown. Each dice roll has the standard probabilities of 
attaining a result from "2" to "12"; if we combine one dice 
roll with our desired CP and attack modifier then we can 
calculate the likelihood of achieving our desired result. 

Table 1: Chance of Success to Obtain a Given 
CP Level 

Attack Modifier Odds of 

Minus CP Required Success 

+ 10 100.0% 

+ 9 99.9% 

+ 8 99.6% 

+7 98.8% 

+6 97.3% 

+5 94,6% 

++ 90.3% 

+3 84.1% 

+2 76.1 % 

+ 1 66.4% 

55.6% 

-i 44.4% 

-2 33.6% 

-3 23.9% 

-4 15.6% 

-5 9.7% 

-6 5.4% 

-7 2.7% 

-8 1.2% 

-9 .4% 

-10 .1% 

Let's take a quick example. The Germans roll into 
Kuporosnoye (#30) with a "15" Offensive Strength; die 

Russians have two units defending with a value of "8". This 
gives an attack modifier of "7". It would be highly desirable 
for the Germans to achieve an Overrun, which means a total 
of seven CP arc required. Therefore, the attack modifier minus 
the CP required is equal to "0". Checking this on the table 
shows that the German ptayer has a 55.6%. chance of succeed- 
ing in the Overrun. Not bad. The same attack has a 9737c 
chance of generating one CP, which means that the German 
player can feel reasonably confident that the most likely dis- 
ruption duration will be "2" or less. As can be seen, every 
positive modifier a player can gain or prevent changes the odds 
of success— i n some cases by as much as 10%. Consideration 
of every applicable combat modifier is important to success ; 
things like Russian artillery and German regimental integrity 
can and do make a difference. 

Any attacks by Stuka. artillery or ranged attack run the 
risk of generating Rubble. Table 2 shows the likelihood of 
creating Rubble in the various TEM areas: 

Table 2: Chance of Rubble Creation 



TEM 

+ 1 


Odds of 

Rubble 

2.8% 


+2 
+3 


8.3% 
16.7% 


+4 


27.8% 



This table shows that there is over a l-in-4 chance that rubble 
will be generated when attacking an area which has a TEM 
of "4". This should be considered when planning your attacks, 
especially if taking the role of the German player. 



Once that Rubble has been created, it's time to worry about 
the effect it will have on movement. Level 1 Rubble requires 
a dice roll of greater than or equal to "7" to enter; Level 2 
Rubble requires at least a "9" on the dice. Modifiers depend 
on Control of the area, presence of enemy units, and condition 
of those units. The chances of driving into a rubbled area are 
displayed on Table 3 . 

Table 3: Chance of Entering Rubble 

Odds for Odds for 

Modifier Level 1 Level 2 

58.3% 27.8% 

+ 1 72.2% 41.7% 

+2 83.3% 58.3% 

+3 91.7% 72-254 

A review of the table shows that the modifiers for entrance 
into a rubbled area play a major role in the odds of success. 
In addition, the difference between Level I and Level 2 can 
be readily seen. The odds of successfully entering a Level 1 
Rubble is. however, always greater than 50%. This difference 
is what makes Level 2 Rubble so desirable for the Russian 
player in later weeks in the Campaign game. A stack of German 
mechanized units trying to enter a level 2 Rubble which is con- 
trolled and occupied by Fresh Russians can easily be brought 
to a halt. 

A major concern for both players is the success of Russian 
reinforcements in crossing the Volga. German interdiction 
points are the controlling and modifying factor, Table 4 shows 
the odds of successfully getting a single Russian unit across 
the Volga in a non-disrupted state in the. face of the number 
of German interdiction points: 

Table 4: Chance of Crossing the Volga 

German Odds of 

interdiction Crossing 

Points Vndisrupted 

97.2% 

1 91.7% 

2 83.3% 

3 72.2% 

4 58.3% 

5 41.7% 

6 27,8% 

7 16.7% 

8 8.3% 

The Germans will always have, at the least, control of a river 
bank area (meaning they should have at least two interdiction 
points); this translates into an 83.3% chance of the Russian 
seeing his reinforcement. However, as soon as the German 
player gains addition interdiction from the Mamayev Kurgan, 
things start looking grim for the Russian. If it is German con- 
trolled and an observer is present, the odds of success in cross- 
ing drop below 50%. 

One last item which can make a big difference between 
winning and losing the game is the number of day and night 
impulses available to you to work within. Every German 
impulse must see a dice roll, which will see whether sunset 
or sunrise arrives. Table 5 show's the likelihood that there will 
be another German impulse during the current day/ night. 

Table 5: Chance of Another German Impulse 

Day/Night Odds of Another 

Impulse German Impulse 

1 100.056 

2 97.2% 

3 91.7% 

4 83.3% 

5 72.2% 

6 58.3% 

7 41.7% 

8 27.8% 

9 16.7% 

10 8.3% 

11 2.8% 

And Chat, according to the Generals, is the basis for success 
or failure in TP: STALINGRAD. So if you seek to blame luck 
for your poor showing, the above are ammunition for the 
contrary viewpoint. 



"The 24th Panzer units usually wind up on 
Gumrak Road (#6) . I prefer to stack all of these units 
together at the start, but will not necessarily move 
them together. Splitting up this force into two offen- 
sive groups results in smaller independent offensive 
values — but provides more options. This stack could 
also be placed on Hill 133.4 (#5) if desired. It oper- 
ates the same. 

"My favorite force consists of the three full 
regiments available from the 71st Infantry Division. 
Top them off with a Pioneer (4-2-5) and this stack 
has a daylight offensive value of ' 17'. This monster 
should be placed on Hill 144.9 (#7) for maximum 
impact. I'll show you in a minute how to use this 



powerhouse on the first day! 

"The last stack consists of the men of the 295th 
Infantry Division, capable of a '15-factor' attack. 
My location of choice is Razgulyayevka Station 
(#9). However, as you've already pointed out 
Chuykov, the alternative for this group is to be 
placed on Hill 109.6 (#11). Placing these at the 
Station (#9), however, allows them more freedom 
in direction since both the central and north-central 
areas can be assaulted. 

"Wasn't that simple? Efficient, as the Wchrmacht 
stresses. You shake your head and smile? Ok. OK! 
Let's roll for Rubble and I'll wipe that smile from 
your lips." 



OPENING MOVES 

As the pilot banks the plane to avoid a stately 
storm front, the generals are rolling dice. Both are 
grumbling; Paulus because he wanted less Rubble, 
and Chuykov because he wanted more than he got. 
But regardless of the state of disrepair in the "Queen 
of the Volga", the battle is ready to begin. 

"Chuykov, let's begin the first day with ... ah, 
an opening bombardment of Kuporosnoye (#30), the 
Sawmill (#31), the Hospital (#24), Hill 153.7 (#8) 
and either the Tartar Wall (#22), or perhaps the 
Vishnevaya Gully (#21). This will use up all but 
the 389th 's artillery — which is saved for deployment 
on the Mamayev Kurgan (#56) if the Germans can 
contest it before the 17th. I feel that the benefit 
which can be gained by the mere threat of the 
389th 's artillery on Mamayev Kurgan for interdic- 
tion purposes outweighs any opening bombardment 
casualties it could induce. But the guns all fire. All 
this should wake you up. Of course, the artillery 
which fires today will be unable to move rapidly 
until the 17th when its disruption is removed, 

"Note too that I do not unleash the Stuka in the 
opening bombardment. The 12 impulses of the 13th 
will be more than enough time for the German 
player to do what needs to be done on this first day. 
Saving the Stuka attack for later in the day allows 
it to be spent in more critical locations. For example, 
if the elements of my 29th Motorized Division there 
roll into Kuporosnoye (#30) and fail to dislodge all 
but one or two units, it may be worth using the 
Stuka — even risking the 'Mistaken Attack' — in order 
to gain control of the area. Another potential use 
of the Stuka this first day ..." ["One I'm fond 
of," interjects the pilot.] "... is to attack any 
Russian reinforcements which have moved onto the 
Mamayev Kurgan (#56) while they are disrupted, 
and therefore are more susceptible to attack and less 
able to absorb the resulting casualties. 

"My Stuka unit is one of Germany's best offen- 
sive weapons. The following should be considered 
when executing its attack. I always do. 

1. The riskiest, yet most profitable, use is to 
use it to clear the enemy from a friendly- 
occupied VP area, leaving only friendly units 
and thereby securing control of the area. 

2. It can be used to strike a lone, fresh enemy 
unit in the vicinity of a stack in hopes that it will 
suffer a casualty point and so become disrupted, 
thus reducing the movement costs for entering 
the area and/or circumventing it. Ideally, an area 
can be vacated completely, allowing a break- 
through in my next impulse — unless the Russians 
move into the gap. An attack of this type can 
also be used to disrupt a high-defense value unit, 
leaving lower valued units in its place to spear- 
head the enemy defense. 

3. Early in the week, while many Russian forces 
are still in lower TEM areas, the Stuka can be 
used to effectively generate casualties. A steady 
attrition of Russian units can only improve the 
German chances of victory. 

4. But the Stuka may best serve as a threat. Until 
it flies in any given day you, Chuykov, seem 
loath to make large-scale movements or fortifi- 
cation attempts for fear of providing the Luft- 
waffe with too juicy a target. Even targets of 
opportunity such as single Engineers or an A A 
unit moved onto Mamayev Kurgan may draw 
my Stuka. As long as it is overhead , the Russians 
operate — quite literally — under its shadow. 
Unfortunately, the longer I hold it back, the 
greater the chance of losing its sortie that day 
altogether with the passage of daylight. For that 
reason, the German commander must constantly 
balance the threat versus the danger of losing 
what is essentially a free 8-FP attack. One thing 
is certain . . . using it on the first impulse is 
criminal, and saving it past the fifth impulse of 



any day (except the first) is foolhardy, unless 
one is prepared to spend the Advantage to reset 
the daylight. I , , . " 

"General Paulus, we're only on the opening move 
and already you are rambling on. You have already 
indicated that you are saving it for later this day. 
So let's get back to the business at hand." 

"But I've a few more things to explain about my 
opening bombardment. The results of it will play 
a major factor in how the game will proceed, as you 
well know. I've seen playings where the Russians 
lose more than ten units. Other times have seen the 
Russians go completely unscathed, which may lend 
some credence to those radicals advocating use of 
the optional chit-based combat resolution. The 
course of action the Germans will take must be 
decided after this initial bombardment. Notice there 
are two artillery strikes in the southern quadrant. 
If these arc very successful, then the German should 
concentrate heavily on exploiting this success and 
seizing the three southernmost VP areas. Likewise, 
a successful strike on the central front may make 
a push for the Mamayev Kurgan (#56) or the north- 
central riverbank a more realistic goal. Failure 
everywhere will set a gloomy mood for the 
Germans, but there is the whole week left. Turn- 
ing to this subject of "time' ..." 

"General Paulus, you're getting sidetracked 
again. Are you done with your first impulse?" 

"Yes, yes; but let me finish. I want you to 
understand, so you can appreciate my problems. 
Back to the subject of TIME. Every action here has 
a price, paid in time. Those artillery units which 
just fired are back to stockpiling ammunition for 
at least the next four days. If a unit just moves, even 
without entering an enemy -occupied area, it will be 
out for the rest of the day. Launching an attack 
which fails is most distressing to an already stressed 
German because the participating units will not be 
able to undertake any offensive action for four days. 
Attacks resulting in a stalemate will only achieve 
three days of disruption. Even achieving a victory, 
causing casualties to the enemy, brings a two-day 
disruption. An overrun is a victory so sweet that 
the enemy is wiped out and there are still casualty 
points to be absorbed by him. That allows the 
victorious units to keep on, fighting if they wish, 
if they have sufficient movement. Regardless of the 
number of attacks, however, any unit which ends 
its impulse immediately after achieving an overrun 
will not be Fresh until the sun rises the next day. 

"Let's take a look at the differences in disrup- 
tion duration and the impact on German plans. The 
most common result of a German attack is a 
Duration-2 disruption. This means that the units 
which participated will be unable to perform any 
offensive activity for the remainder of the current 
day, and all of the following day as well. This 
implies that in a one-week game, the German player 
might possibly get a total of four attacks with a par- 
ticular unit, if they all resulted in Duration-2 dis- 
ruption. This compares with but two attacks for a 
unit which fails (two Duration-4 losses). On the 
other hand, if a unit were to obtain an overrun every 
single time it attacked, it would be able to get in 
a minimum of seven attacks during the first week. 
Of course, an overrun a day also implies at least 
one Russian unit eliminated each day as well." 

"General Paulus, you seem to forget the other 
side. Or don't you think my forces can ever achieve 
an overrun against the vaunted Wehrmacht?" 

"Hell, Chuykov. During the first week you can 
hardly be contemplating overruns when you'll be 
lucky to attack with better than 50% chance of any 
sort of success. But, back to disruption. What it all 
leads to is the fact that the German must be very 
selective about which attacks he orders. He must 
be aggressive to win, but not blindly so. If being 
aggressive might keep key units out of action for 
four days, then waiting another day while additional 
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support is gathered is generally the proper choice. 
A classic example of this is when a German stack 
is subjected to a counterattack and suffers casualties, 
which are absorbed by retreating some quantity of 
units out of the area. The units which retreat will 
be placed under Duration-4 disruption, while those 
remaining will be under, let's say, Duration-2. After 
the Duration-2 disruption wears off, the original 
stack will not be as powerful as it once was, since 
it is missing those units which retreated. This is a 
case where holding this group of units back until 
its other elements can recover and rejoin might be 
profitable. Committing them early, and losing this 
force to a four-day disruption before being able to 
recombine it, will usually mean the entire force has 
been wasted — for the remaining elements when they 
recover will stand little chance of succeeding on their 
own. The bottom line will be two failed attacks with 
nothing to show, and the loss of those units for the 
majority of this first week. If, instead, all had been 
recombined after the retreated units had recovered 
from their initial Duration-4 disruption, the stack 
can then again assault an area with a reasonable 
chance of victory. 

' 'On the first day, the German player does not 
have to worry about the sun setting before what 
needs to be done can be done. However, during the 
remainder of the week, the sunset will spell the end 
of major German offensives for the day. Therefore, 
the wise German player must decide with each new 
day what exactly he wishes to accomplish during 
it. Small skirmishes in unimportant regions of the 
map will only burn impulses, and will rarely con- 
tribute to any significant progress towards the 
Volga. After the first day, regions should be 
attacked with concentrated forces to avoid waste- 
ful disruption. And this prevents the Russians from 
having the time to plug holes, and therefore the 
German troops have a better chance of creating a 
breakthrough. 

"Russian artillery capabilities might also play a 
deciding factor in which areas I attack. If the Russian 
player has an artillery unit knocked out, and it is 
currently undergoing Refit rolls, then It might be 
worth attacking in the affected quadrant while it is 
non-operational. But usually, if time allows, not 
until operations in one region have been completed, 
do operations in another begin. 

"The Stuka should be used every day; however, 
do not let it interfere with whatever objectives have 
been targeted unless it can contribute. When I first 
began study of the game, 1 would open each day 
with a blow by the Stuka. However, experience has 
taught me that this might well result in worse con- 
ditions for the units poised to move into the area 
on the next impulse. Since a Sruka cannot take con- 
trol of an area, even if it wipes out the defenders, 
the Russian player will seize the opportunity to move 
more men into it. Or he may take the opportunity 
to roll for an artillery Refit. The Stuka attack could 
even generate or increase the amount of rubble in 
the area, thereby reducing the amount of armor sup- 
port available, not to mention increasing the defense 
value of the position. Pausing to strike the Russian 
means giving him the chance to respond. Often it 
is better to push ahead with the ground attack in- 
stead of waiting for the Stuka (or artillery, for that 
matter) to soften up the target." 

"Paulus, good grief, but they really lied when 
they said you were a quiet man. Enough of this 
rambling. I have moved to plug the holes which you 
so kindly generated with your artillery. Please pro- 
ceed with your assault, or we will be landing before 
you have moved a piece!" 

"Very well. The second German impulse should 
be used to attack either Kuporosnoye (#30) or the 
Kuibyshev Sawmill (#31). Do not be sidetracked. 
The opportunity created by the bombardment will 
not last forever. Kuporosnoye should be attacked 
by the elements of the 29th Motorized Division, and 
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ideally these units will get an overrun. This is by 
no means a guaranteed outcome. If the Russian player 
has placed more than three units in Kuporosnoye, 
the odds of achieving that overrun drop dramatically." 

"General, some of my comrades are probably 
wondering why my preference is to put only three 
units in Kuporosnoye if adding more units can make 
such a difference. The primary reason is simply that 
any extra units placed there imply that less units will 
be available to hold the Sawmill (#31). The two VP 
for the Kuibyshev Sawmill are, of course, more 
important to me than the one for Kuporosnoye. If 
the Sawmill falls before Kuporosnoye, the remain- 
ing forces there will be cut off and will be easy prey 
for the Germans anyway. In addition, an early cap- 
ture of the Sawmill by the Germans will allow them 
an opportunity to attack and likely control the 
Minina Gully (#32) by the end of the first week. 
Such would give them six victory points, almost 
assuring a German victory!" 

"The Kuibyshev Sawmill (#31), my other option 
for the second impulse, can be attacked in order to 
get a foothold in the area and prevent reinforcements 
from reaching Kuporosnoye. If Kuporosnoye has 
not been occupied by German units, the Russian 
could transfer units from the Sawmill to it during 
the next Russian impulse. I would not consider this 
a wise maneuver, but anything is possible in Stalin- 
grad. The Sawmill itself will usually take a good 
four days to secure. In addition, the potential of 
Russian counterattack is higher in the Sawmill than 
in Kuporosnoye. 

"My personal preference on the second German 
impulse is to go for Kuporosnoye (#30) first, and 
save the opening attack on the Sawmill for later in 
the day. This sequence can also result in neutraliz- 
ing Russian artillery in the southern quadrant, and 
therefore improve the odds in my Sawmill assault. 
By saving the units of the 94th Infantry Division 
for later in the day, the Russian will have to remain 
in a defensive posture in the south. Committing the 
94th early will leave no fresh German units cap- 
able of attacking in the southeast. And this allows 
the enemy to free some units that would have 
remained in place if a significant offensive threat 
existed . . . Your move, General Chuykov," 

"Let's talk about some Russian options for this 
first day. Our artillery starts out in perfect order, 
so Refit die rolls are not necessary. My first piece 
of advice is to maintain your morale. It will be rough 
watching 15 to 25 units get eliminated ... in the 
first day alone. Countless others will suffer four- 
day disruptions. 

"The second thing the Russian player must do 
on every impulse is scan the city for any holes in 
his line. I have seen many a Russian defeat due to 
German units walking to the Volga with no oppo- 
sition in their path. Most of your first day will be 
spent shuttling units to fill these holes. The north 
and north-central units should be pulled back when 
possible to fill the void. I usually try to create a two- 
deep line in the north. That defensive line closest 
to the enemy should have two units per area, and 
the second one should contain one unit per area. 
This allows my disrupted units to be retreated into 
the second row, allowing time to create a new 
second row. This set-up should keep the Germans 
from making any major breakthroughs in the north. 

"But this sort of defense does not work in the 
southern or Kurgan (#56) regions because the room 
for an in-depth defensive line does not exist — at least 
not for long. I've already mentioned that Mamayev 
Kurgan should have at least five units on it. The 
two areas (#57 and #39) next to it are key break- 
through areas for the Germans and should be 
guarded by three to five units as well. The units in 
these areas can be used for counterattacks and in- 
filtration into the Kurgan, once it is contested by 
the enemy. Obviously, some of these units must 
come from the reinforcements arriving later in the 



week. Today's task is to begin building the lines 
of defense, while making sure that the Germans 
never get a breakthrough to an unoccupied river- 
bank area. So, when resolving casualty losses, my 
disrupted units which retreat are moved to locations 
that block German movement when possible, and 
allowed by retreat priorities. 

"Let's backtrack a moment. If you, my dear 
Paulus, can ramble on about Stukas, I can talk about 
Rubble. The Rubble is the Russian's best friend. 
Rubble creation, the best way to slow down German 
mechanized units. Most of the major German 
powerhouse stacks rely on at least one mechanized 
unit. This means that a powerful stack can be 
reduced significantly in offensive value when entry 
to a Russian-controlled area is prevented by failure 
of the Rubble entrance dice roll. Another advan- 
tage is that the Rubble adds directly to the defen- 
sive value of the area. This will usually work in our 
favor. Rubble also makes infiltration easier for 
Russian units. The only drawback is that Rubble 
creation requires either three infantry units, or one 
rare engineer unit. Committing three infantry units 
to knocking down walls on the first day should not 
be attempted until after sunset, unless the Stuka has 
already flown and the units are well out of harm's 
way. Making a Rubble attempt early in the day will 
disrupt three units which may be needed to plug 
holes later. 

' 'There are no engineering units at start. The first 
(and last) engineer of this week arrives the night 
of the 15th. It should be used whenever possible 
to create Rubble, including the impulse it lands. 
Personally, I like to land this unit in the Red October 
Factory (#67) and try a Rubble creation die roll 
immediately. Ultimately, the engineer can work its 
way south while, hopefully, creating Rubble in 
Banny Gully (#55), Mamayev Kurgan (#56) and 
Krutoy Gully (#57). Usually the engineer can safely 
operate in daylight hours, as few German com- 
manders will waste a Stuka sortie to attack it, and 
its defensive value is minimal for plugging gaps. 
Conversely, it is too valuable to our cause. Com- 
rades, to be used on the front lines. During the simu- 
lation game, where victory point pressures are not 
as severe, its survival is even more important, and 
one should be aware that the enemy may indeed use 
a sortie to pick it off, 

"But let's go back to those Russian first-day 
options. I have left out one key alternative: the 
counterattack. The Russian player has a very limited 
counterattack capability. The best way for the 
Russians to use this is to use those units which 
provide maximum offensive value with the least 
number of units. The best choice is to use what little 
Russian armor is available. The 26th Tank Brigade 
(5-5-6) should be placed in the Ovrashnaya Woods 
(#39) at start, and will then be in an excellent 
position to counterattack in the central portion of 
the board. The tanks of the 244th Armor Division 
(3-2-5) can be used to make strikes in the two 
southern quadrants, but they have low firepower and 
will have to be combined to make an attack of 
serious nature. Consequently, they are usually used 
piecemeal in spoiling attacks to buy time rather than 
cause casualties. The two units of the 6th Guards 
Tank Brigade (4-4-6) can also be used in the central 
region for a counterthrust. When crucial, it may be 
worth throwing in a TD or MG unit to improve the 
■offensive value of the attack. It is rarely wise to 
attack fresh German units. The primary target of 
choice should be disrupted units. Any casualty 
points generated will either take out (retreat/ 
eliminate) a powerful mechanized unit or possibly 
ruin a regimental integrity bonus of the Germans. 
These attacks will generally be unsuccessful, so do 
not commit a unit unless you can live without it for 
four days (or forever). 

"Harassment is a key tactic for succeeding as the 
Russian. I define 'harassment' attacks as those which 



have little chance of eliminating German units, but 
will slow down the German assault. During night 
impulses, these attacks are generally made by 
'scrub' infantry which have failed to infiltrate a 
given area. This type of attack can also be made 
during daylight impulses, but the odds of success 
are very slim. Never count on such a daylight attack 
to block a breakthrough by the Germans. The risk 
of getting routed is ever present, for these harass- 
ment attacks usually have a less-than-even chance 
of victory. Any Russian attack to prevent a break- 
through should be backed up by enough units (not 
participating in the attack) to plug any holes in the 
line; of course, these units must all begin their im- 
pulse in the same area. 

"Any front-line area containing only disrupted 
Germans is a prime target for a counterattack, 
regardless of the odds. The presence of even a single 
disrupted Russian unit in the area will extract a 
three-MF penalty for any Germans trying to traverse 
it. Such attacks are especially effective when the 
enemy has already massed large forces in the area 
and are nearing its occupation limit. Areas with low 
TEM— such as the Leatherworks (#27), Hill 1 12.5 
(#36), and Stalingradski Airfield (#38)-should 
never be defended by more than one unit, but should 
always be vigorously counterattacked if the enemy 
takes it. The idea is to make the Germans defend 
their line in lousy terrain, and in the process they 
may take a few losses from our delaying tactics." 

"General, I believe it's time for my third impulse. 
Let us turn our attention to the central region, which 
can be a real thrill ... or total disappointment for 
the us. Some German offensives in the central sector 
will result in the Mamayev Kurgan (#56) falling in 
a matter of days — five to seven. Other games will 
sec my attack stall and never even contest control 
of the area in the first week. If one has followed 
my set-up recommendations and preferences, then 
one can see the German should proceed as follows: 
that beautiful stack of three full regiments of the 
7 1st Infantry Division should be used on the third 
impulse in a ranged attack against Hill 153.7 (#8) 
and the Hospital (#24). The attack against Hill 153.7 
can be made first, but only if there is one fresh unii 
in the area. This almost guarantees an overrun, 
allowing a second attack against the Hospital. Those 
too timid to take the \% risk of not attaining the 
overrun can go straight for the Hospital. This power- 
house force has a daylight offensive value of '17'. 
If this same German stack were to move into the 
Hospital, the best offensive value would be 
'15' — assuming that someone has been left behind 
to protect Hill 144.9 (#7). The same odds will be 
achieved, since the ranged attack doubles the +2 
TEM. Therefore, my reason for the ranged attack 
is to prevent clutter in the Hospital area. Leaving 
the 71st Infantry Divison stack in its starting place 
allows elements of the 24th Panzer to attack or roll 
through the area in a future impulse without 
worrying about stacking limitaions. The risk in this 
maneuver is, of course, that there is a small chance 
of creating Rubble in the Hospital which might end 
up stalling the 24th Panzer there. The other problem 
with a ranged attack, any ranged attack, is that even 
if the entire area is cleared of Russians, it can be 
reoccupied and defended. 

"The fourth German impulse sees either the 24th 
Panzer jumping into action, or the men of the 295th 
Infantry Division beginning their push from the 
Razgulyayevka Gully (#9), Already by the fourth 
impulse, things are becoming too result-dependent 
to any longer present a cookbook approach to 
winning. What works this time may result in dismal 
failure the next. The options are many at this point 
in the game. My persona] preference here is to attack 
whatever Russians are left in the Hospital with those 
elements of the 24th Panzer which will have a move- 
ment factor of six; the two units with seven factors 
of movement available can be saved for a liter 



impulse where they might be used to knife through 
the Hospital and attack the Airfield (#38). If the men 
of the 295th are available, I recommend going for 
either the Tartar Wall (#22) or the Vishnevaya 
Woods (#2 1 ) . The key to the central thrust is to get 
both Stalingradski Airfield (#38) and Ovrashnaya 
Woods (#39) , so that there are two locations from 
which to attack the Mamayev Kurgan (#56). The 
Krutoy Gully (#57) is also an excellent stepping- 
off point to the Kurgan, but will be harder to secure. 

"The only group of German units left to discuss 
are the elements of the 389th Infantry Division 
which begin in Gratshy (Zone E). This reserve can 
be used in a multitude of ways. They can strategically 
redeploy to a northern zone— such as Vinnovka 
(Zone G)— and try to force their way to the river 
via the Little Mushroom (#48), while strenthening 
the German's precarious hold on Latashanka. 
Another option is a northern push to Hill 108.3 (#12) 
or Hill 108.2 (#13). The only advantage I see to 
this, however, is that it forces the enemy to main- 
tain a stronger defense in the northern quadrant. It 
will rarely, if ever, generate any victory points. 

"The men of the 389th could also move to the 
north -central region. This will put even more pres- 
sure on the Russian forces there. This option might 
allow the enemy to transfer units from the north to 
the central or southern sectors as needed." ["Force 
the Russian, is more likely," mutters the pilot, 
"since they will be stretched pretty thin in the central 
region if most of the German forces are attacking 
there."] "If done as a feint, this maneuver can 
potentially reduce Russian northern forces to a low 
level, and a powerful motorized stack— such as the 
29th Motorized Infantry — can swiftly swing around 
from the south for the kill. 

"Well, Chuykov, that about wraps up my 
thoughts on the opening moves. Do you have any- 
thing to add?" 

"Of course I do, Paulus. But I can tell by your 
expression that you would much rather hear the 
sound of your own voice. This may be a good 
opportunity to speak on the 'Advantage'." 

"Why, an excellent idea General. That thought 
just occurred to me too. The proper use of the 
Advantage is critical to a German victory. Let's con- 
sider it for a moment. 

"First of all, the Advantage should never — and 
I mean never— be used on the first day. In fact, as 
far as I am concerned, there is not a single good 
reason to use it before September 18th." 

["But what happens when that powerful stack of 
the 71st does not rise to the occasion on the 16th 
or 17th and becomes spent for the rest of the 
week?"] 

"That's war boy. If, by some chance, it makes 
a difference between getting some VP or not, it 
might— just might— be worth surrendering the 
Advantage, but that's unlikely. On September 18th, 
criteria for its use is limited to those cases where 
victory hangs in the balance. I personally feel that 
it should not even be used until the 19th, thereby 
assuring that the Russians will never have an 
opportunity to make use of the Advantage in a one- 
week game. If playing a longer game, I would only 
make use of it if it made the clear difference between 
losing the game and continuing into the next week. 
This may seem to rigid for some German com- 
manders, but personal experience has shown that 
this method will improve the German odds of suc- 
cess. Following these guidelines will force a player 
to save that precious Advantage for something that 
really counts. It hurts to watch a powerful stack 
taken out of action for four days; but this is less 
painful than watching 'snake-eyes' appear on the 
second daylight impulse of September 1 9th and end- 
ing any chance of a German victory." 

"Well, General Paulus, if you'll never give it up, 
there is nothing for me to discuss as I'll never have 
the Advantage anyway. However, when you do — 



and you will, I assure you — the same advice applies 
for the Russian commander. The Advantage should 
never be surrendered for less than a game-saving 
move, and if possible should be hoarded for use on 
She 19th for two tries against Latashanka (Zone H)— 
snatching the victory from you." 

AS THE SUN SETS 

General Chuykov continued, "Speaking of last- 
minute victories, there is nothing to compare to 
racing reinforcements across the Volga and saving 
the day for Mother Russia. I await every nightfall 
with anticipation. As the sun sets, German offen- 
sive and defensive values drop by one as the Stuka 
flies home. This is complemented by an increase 
in the Russian defensive value of one, due to our 
skill and cunning in night fighting. Russian move- 
ment factors are increased by one. Infiltration by 
my infantry into enemy locations becomes possible. 
The east bank lifeline extends across the Volga as 
men and supplies are raced over the water under 
the cover of darkness. The only thing to stop these 
reinforcements are German interdiction points. Yes, 
night is a wonderful time for the Russians." 

"But my Germans can use it to advantage also, 
taking care of unit movements in preparation for 
new daylight offensives, or even chance a major 
night attack breakthrough free of the restrictive 
effects of daylight ZOC." 

"Yes, Paulus, the Germans are still dangerous — 
even at night. But the night is when we grow 
stronger. The first wave of Russian reinforcements 
arrive on the night of the 14th. Generally, at this 
stage of the battle, the Russian situation is at its 
bleakest. However, seven fresh units are ready to 
cross the river. The offensive capabilities of those 
new units are good, but it is their defensive values 
that are truly impressive. One (6-7-4) unit of the 
13th Guards should come across in that first land- 
ing and proceed immediately to the Mamyev Kurgan 
(#56). The other infantry units should go to locations 
which are in immediate danger. Frequent destina- 
tions seem to be the suburbs of West Stalingrad 
(#61), the Southern Railway Station (#62), Minina 
Gully (#32), Krutoy Gully (#57), Banny Gully (#55) 
and the Little Mushroom (#48). The worst Russian 
nightmare is watching the German player roll a '2* 
or '3' during the first night impulse of September 
14th, bringing it to a sudden end. 

"The Red October Factory (#67) is my favorite 
crossing point, being the most centrally located ferry 
landing. Units arriving here can reach anywhere 
from Spartakovka (#71) to the Downtown Ferry 
Landing (#63), assuming a movement factor of five 
and no Germans in the way. The Red Square (#64) 
and the Downtown Ferry Landing (#63) are my 
preferences for making any crossings in the south. 

"The proximity interdiction points should be 
avoided whenever possible. The Germans are almost 
guaranteed to have at least two interdiction points 
for control of a riverbank area — usually Kuporosnoye 
(#30). They may also have one or two interdiction 
points for being on the Mamayev Kurgan (#56) in 
some manner. Throwing in some more interdiction 
points for landing next to the enemy is akin to com- 
mitting suicide. The only time the Russian should 
undertake such a desperate crossing is when there 
is no other possible way of getting units into an area. 
In the early stages of the game, every single unit 
needs to get across the Volga to its haven (not so 
safe, as it may be) on the west bank. 

"Another source of Russian reinforcements is the 
Dzerherzinsky Tractor Factory (#70). Each day the 
Russian player receives one point (worth one offen- 
sive factor) towards the point of shiny new tanks. 
This is an option that can be exercised so long as 
the Russians control the factory area, and it has not 
been reduced to a Rubble-2. There are two 
philosophies concerning the use of these 'reinforce- 
ment points'. The first is to collect as many units 
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as the points can buy. A total of three units (two 
2-AF plus one 3-AF) can be had during the course 
of the first week. The advantage here is two-fold. 
It reduces the eliminated Russian total by three units, 
which might possibly make the different in a tie- 
breaker; and it means that more holes in the line 
can be filled on an emergency basis. This assumes, 
of course, that one has the points accumulated when 
the hole needs to be plugged. 

"The other line of thought is not really that much 
different, but offensive oriented rather than defen- 
sive. It involves acquiring two units rather than 
three, seeking maximum offensive power for use 
in counterattacks. If the 26th Tank Brigade (5-5-6) 
has been eliminated, then this is an excellent choice. 
Otherwise, there should be at least one four-factor 
armor unit available in the 'dead pool'. This does 
have the disadvantage that the counterattack poten- 
tial will not be available until the fourth or fifth day. 
One last point to consider— this accumulated 
replacement capacity is lost if the German ever con- 
trols the area, no matter how briefly. Unless you 
have a defense in depth around it, it is best to always 
have a unit, no matter how weak, in the Tractor 
Factory to turn away a lone German armor unit 
exploiting an overrun. 

"Infiltration is also another important night 
activity. After reinforcements have completed their 
crossings, attention can be focused on the potential 
for Russian counterattacks and infiltration. Infiltra- 
tion requires some planning and can only be done 
by infantry adjacent to the area which is to be 
infiltrated. That area can contain only disrupted 
German units. During the first week, Russian forces 
are so thin that our infiltration is usually limited to 
one or two units which are trying to give additional 
support to a Russian-controlled position being con- 
tested by the Germans. The best areas to infiltrate 
are those which have Rubble, as well as a high 
terrain effect modifier. Failure of the infiltration die 
roll forces the unit to attack the spent German 
force — and often the result is frequently a four-day 
disruption for the infiltrating Russian unit. A suc- 
cessful infiltration, on the other hand, undergoes 
only a Duration- 1 disruption. This means that, come 
sunrise, the unit will be fresh (if not disrupted further 
in the night by German activity). Once a Russian- 
controlled area is contested by the enemy, infiltra- 
tion can be the best method of maintaining a Russian 
presence in the area." 

"General Chuykov, I'd like to point out a very 
important point with respect to infiltration. The key 
factor which allows Russians to infiltrate is the 
absence of a fresh German unit in the area. A 
German commander must be constantly aware of 
this during daylight impulses, and should try to 
make sure that a fresh unit is left in each area where 
the Russians may have an opportunity to infiltrate 
during the coming night. Obviously, when moving 
into a Russian-controlled area which contains 
numerous combat units, the attack will bring some 
level of disruption . But once that wears off, any sub- 
sequent attacks against the enemy in that area (or 
any other area from there) should leave at least one 
German unit in good order. This totally eliminates 
any chance of infiltration, and also serves to fortify 
the German presence in the area. Any Russian 
counteroffensive there will have to generate casualty 
points against two groups before regaining control." 

BLASTING ALONG 

Paulus paused, "Well, General, we have spent 
a lot of time talking about options on where, and 
when, to move . . . but we have yet to discuss the 
act itself. My units all have movement factors rang- 
ing from '5' to '8'. This leads to only a few combi- 
nations of movement possible for my Germans when 
moving into an enemy area during the day. Mov- 
ing into one containing a fresh Russian unit means 
that a full four movement factors will be spent; this 
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forces the German infantry to begin its impulse 
adjacent to such an enemy area if they wish to enter 
it. (If not adjacent, it would cost 6MF to move 
adjacent and then enter.) But if moving into an area 
containing oniy disrupted Russian units, this 
problem is alleviated. 

"The Germans certainly have the advantage over 
the Russians when moving into an enemy -occupied 
area during the daylight. If the original attack against 
fresh units results in an overrun, the German in- 
fantry can still make a second attack, against any 
spent Russian units that may be in the area. Russian 
infantry, on the other hand, are unable to do so 
because they have a movement allowance of only 
'4" during daylight impulses." 

[The pilot, in his pessimistic manner, reminds 
General Paulus that this point is moot, since the 
Russians aren't going to get many overruns any- 
way this first week.] 

General Paulus, ignoring the comment, continues, 
"Moving into an area containing only disrupted 
units costs three. Therefore, it is possible to move 
a stack of German infantry into a friendly area, and 
then into an enemy -occupied area adjacent all in the 
same impulse. Ideally, the area being crossed will 
contain fresh friendly units. These units can then 
be used to launch a follow-up attack in a future 
impulse. The German player should try to use such 
leap-frog tactics whenever possible. This type of 
maneuver usually needs to be supported by mech- 
naized units, which have higher movement 
allowances and are not restricted by the infantry's 
limitations. However, an all-infantry leap-frog 
attack can be made when attacking an area contain- 
ing only spent Russian units. 

"To help clarify what is meant by my leap-frog 
tactic, let's use an opening-day example. Look here 
Chuykov. Assume that the historical set-up is being 
used and the opening bombardment has achieved 
the disruption of the two units in Kuporosnoye 
(#30). The units of the 29th Motorized which begin 
in Beketovka (Zone A) can now move through Hill 
120.0 (#1) to Kuporosnoye. If these succeed in tak- 
ing control of it, then the units which began on Hill 
120.0 will be free to attack some other area— such 
as Minina (#29). If the units from Beketovka fail 
completely to eliminate the enemy in Kuporosnoye, 
then the 29th 's elements on Hill 120.0 can roll in 
to finish the job. 

"The double-movement capabilities of mechanized 
and motorized German units should not be forgotten. 
This mobility will allow German units to strategi- 
cally re-position themselves from one end of the map 
to the other efficiently. This is generally done to 
exploit sudden weaknesses in the Russian line of 
defense. The most common use I have made of this 
movement bonus is to bring units from the southern 
or central regions to the northern zones and areas. 
Ideally, such movement should be made just before 
dawn. This will minimize the Russian's opportunity 
to respond. Obviously, since dawn will come by 
calculable chance, the correct time to move is open 
to speculation. Move too soon and the enemy will 
be able to respond. Wait too long, and you'll have 
to sit out another day. The Russian player also has 
a wide variety of mechanized units which can claim 
the double-movement also . Their usual application 
of this is . . . " 

"Plug those holes and provide support. Of course, 
General Paulus; why state the obvious?" 

"Hmmm . . . Chuykov, remember I mentioned 
the use of a ranged attack as one of the options for 
the 71st Infantry Division stacked on Hill 144.9 (#7) 
on the 13th. There are many other occasions where 
ranged attacks can be successfully used. Ranged 
attacks lower the normal disruption penalties 
encountered by one for the attacker. This means that 
a successful ranged attack will only result in 
Duration- 1 disruption. It costs one movement factor 
to make a ranged attack against a spent enemy unit, 



and two to attack a fresh enemy unit. This means 
that a stack of units can conceivably attack numerous 
enemy occupied areas without ever changing their 
own location. This type of attack can be very bene- 
ficial for the Germans. And, anytime that a German 
commander halts the movement of a stack with 
movement factors remaining, the extra MP can bors 
remaining, the extra MP can be used to undertake 
a ranged attack. I do urge some caution since, unless 
the offensive value is greater than the defensive 
value by four or five, that attack has a fair chance 
of outright failure. But, if sufficient advantage 
exists, then these attacks can generate tremendous 
Russian casualties when used in the open outside 
the city. There may even be opportunities to use 
ranged attacks within the city limits. Many times 
the German player will be forced to make a ranged 
attack in the VP areas because of the ten-unit stack- 
ing limit. 

"General Chuykov, you've become awfully quiet. 
Do you have anything more to add?" 

"Yes, I think it's time for you to stop pontificat- 
ing and for us to get on with this game. You do 
realize that we both have to be up bright and early 
tomorrow . ' ' 

"You're right. Let's get down to business." 

WRAPPING UP 

Generals Paulus and Chuykov continued their 
game as the plane made it slow way across the plains 
of the Ukraine. The pilot, as he watched the 
monotonous landscape roll by below, reflected on 
the possible outcome of their game (really, he had 
little else to occupy his time). The generals were 



playing a one-week game, using the basic set-up, 
and would use the tic-breaker conditions if neces- 
sary. So he had to put the odds that Paulus would 
win at a good 60 to 65 percent; the final VP total 
for the Germans would probably be seven or eight. 
(The highest he had ever seen in such a single-week 
game between experienced players was 12VP.) 
Russian casualties for the first week will traditionally 
be from 35 to 50 units. 

The historical set-up dramatically alters the play 
balance, and German odds of success here are only 
50% percent. (This still assumes a one- week game 
using the tie-breaker condition contrary to its legal ity 
in the rules.) The primary reason for this is that none 
of the powerful stacks exist in the historical set-up. 
There are still some good German offensive stacks, 
but nothing to compare with the 7 1st Infantry 
Division's 17 points. On the other hand, the 
Russians are also hurt when using the historical set- 
up because they are more spread out. For instance, 
Kuporosnoye (#30) will be defended by only two 
units, and the Kuibyshev Sawmill (#31) will have 
only three units at the beginning. 

TURNING POINT: STALINGRAD is a game 
which offers an intensely competitive simulation, 
high playability, multiple ways to achieve— or 
prevent — victory, and all of this presented with some 
of the most attractive components to date. As the 
sun was setting over the city, as the pilot turned the 
nose of the plane towards where the sunset of the 
Third Reich would begin, he smiled briefly at the 
notes of anguish and glee from behind him. As sonn 
as he unloaded these clowns, he'd be able to settle 
in for a playing of his own. ^A_ 



CONTEST 150 

Incredibly, it is the final Russian impulse (1 1th 
night) of September 19th in a game of TURN- 
ING POINT: STALINGRAD. The fighting has 
been confined largely to the south, where the 
Germans have secured five Victory Points as the 
initital week ends. Consequently, the Russians 
have stripped their northern front to shore up 
the south. Although successful in keeping the 
enemy off Mamayev Kurgan, their denuded 
northern front has tempted the German to risk 
a night attack in the north on the last day of the 
week which, by surrendering the Advantage chit, 
has captured Little Mushroom and Skuchaya 
Mechetka Gully (for the sixth Victory Point 
needed to prolong the game). Immediate Russian 
infiltration and counterattacks have failed to dis- 
lodge the German penetration. 

Although the Germans presently have no 
available reserves with which to exploit their toe- 
hold, the Russian nonetheless is in desperate 
straits as dawn is about to break on the opening 
of the second week. Tomorrow will bring the 
Germans three new armor units (two 5-4-7 and 
a 6-5-7) as reinforcements, while the Russians 
have no scheduled reinforcements or units east 
of the Volga, nor any replacement armor factors 
accumulated. The German northern flank in 
Zones F, G and H is considered secure, and the 
only forces available to this sector for either side 
in the coming 24 hours are those listed below 
(and the ailuded-to German reinforcements). 
What is worse, the Russian knows that his last 
two remaining chits in the Random Draw cup 
are less than the German's remaining two chits. 

Area Control Units 

41: Russian I15X/II [Disrupt-2]; 389th 

1/544 & DI/544, 1/545, 
1/546 & ID7546 [all 
Disrupt- 1] 

42: Russian 149X/1H 

43: Russian 149X/IV 



44 


Russian 


45 


Russian 


4M 


German 


49 
50 


Russian 
Russian 


SI 

52 
53 
54 


Russian 

Russian 

£ Russian 

Russian 


55 
66 


1 1 1 Russian 
Russian 


67 


Russian 


A3 
fly 


__ Russian 
Russian 


70 


Russian 


71 


Russian 


72 


German 



73: 
74: 



Russian 
Russian 



149X/I 

I49X/H 

149X/21 [Disrupt-4]; 16th 

11/79 [Disrupt-2] 
10NKVD 1/282 [Disrupt-1] 

196/863 [Disrupt- 1] 

13Gds 11/39 [Dismpt-3] 
137 TKX 
13Gds m/42 
13Gds H/42 [Disrupt-1] 
315 1/274 & 11/274, 11/397, 
2 (-) [all Disrupt- 1] 



124X/I 

1 15X/III [Disrupt-4; 16th 

1/64 [Disrupt-2] 
124X/IH, 10NKVD K/282 

[Disrupt-1] 
124X/II 



Units are as shown above: Disruption is 
indicated in brackets; nationalities are separated 
by semi-colons (Russian always listed first); if 
no units listed, area is vacant. Russian FAG is 
under Refit. Your task, as the Russian com- 
mander, is to take your final impulse of the week 
which will give you the best chance of reliev- 
ing Rynok from isolation while inflicting casual- 
ties on the exploiting German armor. 

The answer to this contest must be entered on 
the offical entry form (or a facsimile) found on 
the insert of this issue. Ten winning entries will 
receive a merchandise credit from The Avalon 
Hill Game Company. To be valid, an entry must 
include a numerical listing for this issue as a 
whole and a listing of the three best articles in 
the judgment of the contestant. The solution to 
Contest 150 will appear in Vol. 26, No. 3 and 
the list of winners in Vol. 26, No. 4. 
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A NEW VIEW OF STALINGRAD 

Designer's Notes for TURNING POINT 

By Don Greenwood 



Why Stalingrad? It is a question Hitler's generals 
must have angrily pondered many times in and after 
1942. Despite one dazzling success after another, 
the German blitzkrieg had met its match in the limit- 
less expanse of Russia. What the Red Army couldn't 
accomplish, the freezing cold of the Russian winter 
and the German logistical difficulties had. Their 
ranks thinned, the Wehrmacht nonetheless once 
again proved themselves the masters of the steppes 
with one resounding victory after another during 
the spring and summer offensives of *42. It made 
little difference. The combination of their mount- 
ing losses and the ever widening front and length- 
ening supply lines sapped the German strength. 
They no longer could attack everywhere. Faced by 
strong defences in the north and center before Lenin- 
grad and Moscow, Hitler turned south. If he could 
not attack everywhere, he would at least have the 
Caucasus oil fields to fuel his war machine. But that 
was not enough. He wanted more. Stalingrad- 
Stalin's city— beckoned from the Volga. The city's 
military value was significant but not all encompass- 
ing. Taking it would break a transport link in the 
flow of American lend-lease supplies and force more 
Russian industry behind the Urals, but contrary to 
Hitler's belief it would not bring Russia to her knees. 
The Russian bear was not yet in its death throes. 
It had been hurt, yes, but it had remarkable recuper- 
ative powers and like any wounded animal was still 
very dangerous. The bear fell back, luring the tiring 
and overconfident hunter deeper into Soviet Russia, 

Emboldened, Hitler grasped for both prizes. He 
regularly asked miracles of his generals, and here- 
tofore they had frequently delivered. The Caucasus 
drive was now weakened to strengthen Sixth Army's 
attempt on Stalingrad. Despite the inefficiencies of 
such shuffling, another in the seemingly endless 
series of victories ensued. The Russian armies 
before Stalingrad were battered and beaten. German 
forces were poised at the gateway to the Urals. Their 
heavy guns and airstrikes brought the city under 
siege and threatened river traffic . Surely one more; 
push would topple this symbol of the Communist 
leadership completely. The city took on a political 
importance to Hitler that far exceeded its military 
value. 

Stalin saw things differently. He was justly con- 
cerned about the deteriorating situation before 
Stalingrad, but unlike Hitler who still feared an in- 
vasion of France by the western Allies, he had 
strong reserves on the way as the Russians stripped 
their Far East defences facing Japan. Moreover, he 
saw a developing opportunity to deal the Germans 
a crushing blow not unlike the one he had dealt his 
opponents a generation earlier during the Russian 
Civil War not far from this very place. The Hanks 
of the German front were now held by ill-equipped 
Rumanian and Italian Armies . If the Germans could 
be forced to expend their strength taking the city 
while the Russian reserves massed for a sudden 
pincers attack against the satellite armies, the 
German Sixth Army could be trapped in Stalingrad. 

Hitler was only too happy to oblige. On September 
13th, Paulus began the battle for the city. It has been 
argued with the advantage of hindsight that it was 
a battle the Germans couldn't win. Yet, they came 
exceedingly close to doing just that. The battle hung 
in the balance with the Russians teetering on their 
last ounce of strength on several occasions — only 
to be saved each time by the arrival of fresh troops 
rushed across the Volga under fire. For the Russians, 
beaten consistently by the precision of the German 



application of "Combined Arms" on the open 
steppes, were now in their own element. Red Army 
soldiers who had melted away before panzers and 
stukas in the open field now took heart in the rubble 
of Stalingrad. 

Not coincidentally with this sudden stiffening of 
Russian resolve came a change of command. 
General Lopatin, the previous commander of 62nd 
Army, had decided that Stalingrad could not be held 
and began to withdraw units behind the Volga 
without higher authority. Dismissal was swift. His 
replacement was 42-year old Lt. General Vasily 
Ivanovich Chuykov who immediately counter- 
manded the withdrawal orders and set about fortifying 
the city with the remnants of 62nd Army. Simply 
put, Chuykov's plan for defeating the Germans was 
to stay as close to them as possible so as to hinder 
their use of artillery and aircraft to soften Russian 
defenses. The city's rubbled streets became the 
obvious battlefield of choice. German armor, 
already at a disadvantage in an urban environment, 
would be further hindered in their movements by 
the rubble of the battered city. The German's greater 
mobility was neutralized somewhat by the same 
rubble which masked the movements of Russian 
units from the eyes of the ever present stukas. The 
precision movements of the German forces would 
be hindered by the communication problems posed 
by a battered city. The battle would become one of 
individual men and squads defending a room or 
taking a building, and in such close quarters the 
Russian soldier was rarely outclassed. The German 
infantry now found themselves engaged in bitter 
street fighting for which they were ill-prepared. 
Chuykov's mode of operation was simple. Main- 
tain close contact with the enemy and launch limited 
counterattacks whenever and wherever practical to 
keep him close. Major forces would never be 
risked — only small groups. The object was not 
necessarily to take ground, but to cause casualties 
and remain at close quarters, much like a boxer with 
inferior reach who stays inside his opponent's range 
and flails at his adversary with body punches to wear 
him down while preventing him from extending his 
arms to land a knockout punch. 

The battle for the city opened on 13 September 
with a two-pronged attack against the city from 
Gorodishche and Peschanka, The Germans quickly 
sliced through the outer defences. The next day 
found them threatening the Central Railway Station 
in the heart of the city. Only the arrival of the 13th 
Guards Division that evening prevented its loss. 
Rebuffed, the Germans shifted their attack on the 
15th to a small hill (called Mamayev Kurgan) which 
dominated the river near the city. Again the hill was 
saved only by the timely arrival of the 42nd 
Regiment — the last of the 13th Guards Division to 
cross the river. The fighting switched back to the 
Central Railway Station which fell to the Germans 
on the 17th, only to be retaken and subsequently 
permanently lost on the 1 Sth. It had changed hands 
15 times in the preceding five days. To the south, 
Kuporosnoye fell, completing the isolation of 62nd 
Army which was now surrounded on three sides 
with the Volga to its back. A counterattack on the 
19th by the Russian 64th Army towards Gumrak 
to regain contact with the Stalingraders failed. 
Chuykov's 62nd Army was alone and in desperate 
straits — but it had not given up. The most celebrated 
example of many such dogged defences was that 
posed by less than fifty Guardsmen and Marines 
stationed in a grain elevator on the southern out- 



skirts who opposed a German battalion for five 
days— the position falling only when the few sur- 
viving defenders had run out of water and ammu- 
nition. On the 22nd, the Germans nonetheless took 
the Central Landing. It marked the end of the first 
phase of the battle for Stalingrad. 

Such fighting took a heavy toll on the attackers, 
especially among the depleted ranks of the infantry 
who bore the burden of the assault, Paulus lacked 
the strength to attack everywhere. He had to pick 
his spots, and even with periods of rest and refit 
his units were being worn to the point at which they 
would soon lose their ability to attack altogether. 
Replacements were inadequate. Other service arms 
were stripped for personnel and given hurried in- 
fantry training. It was now obvious that Stalingrad 
would not fall quickly. Any chance for a precipi- 
tate collapse of the city had been lost in the ferocious 
defense of the Railway Station and Mamayev 
Kurgan. 

The horrendous attrition inflicted on the attackers 
now called for an end to the battle. The Russian lines 
of communication had been severed. The job re- 
maining was one for the artillery and the Luftwaffe. 
But Hitler wanted the city. The drive on the 
Caucasus oil fields had been stopped, and Hitler 
demanded a prize— a symbol of progress for the 
year's campaign. Here, at Stalingrad, was one 
within his reach. More divisions were fed into the 
city to renew the attack; units stripped from their 
buttressing role on the German flanks behind the 
Rumanian Armies. The spearhead grew increasingly 
heavy, the shaft ever weaker. 

Meanwhile, Russian reserves were congregating 
near those exposed flanks. Reinforcements and 
ammunition were fed into the city only in sufficient 
quantity to keep 62nd Army in place— the bulk of 
both were husbanded for the planned counteroffensive. 
German leaders grew increasingly alarmed at the 
dangers posed by their weak flanks, but Hitler was 
adamant. "Take Stalingrad and you can winter there 
in relative comfort while withdrawing the necessary 
forces to back up the satellite armies." Thus re- 
minded of the ravages of the approaching Russian 
winter, the Germans renewed their attack in earnest 
on October 14th with attacks led by elite combat 
engineers trained in street fighting techniques. It 
marked the beginning of a month of the most intense 
fighting of the war, with no quarter given by either 
side. 

At this point, the fate of the German Sixth Army 
was largely decided. The Germans could "win" the 
battle of Stalingrad only if they did so quickly. They 
needed to clear the city with sufficient time to 
redeploy back into supporting positions on their 
flank. The longer the battle raged in the city, the 
weaker the "shaft" became and the more impos- 
ing the Russian battle-axe poised to shatter that shaft. 
When the blow finally fell on November 19th, it 
did so with colossal force. The IVth Rumanian 
Army broke and ran, as did the Hlrd the following 
day when the second prong of Operation Uranus 
was launched from the north. The collapse was 
complete. 

It is not at all certain that this rout was inevita- 
ble. Only one German force of any appreciable size 
lay in the path of this rampage— the withdrawn 29th 
Motorized Division to the south of the city. They 
proved once again the superiority of German arms, 
given anything near equal odds, in open country 
when they momentarily halted the southern break- 
through by severely punishing the Soviet 57th 
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Army. But as the immensity of the calamity befall- 
ing them became realized, the Germans withdrew 
the 29th to form a defensive line facing west. The 
pocket had been formed. Some 330,000 German and 
allied troops were trapped inside. Only 91000 would 
live to surrender in February, Of these, only 5000 
saw Germany again— the last being released in 1955. 
But what if the Germans had seen the folly of con- 
tinuing to feed the meat grinder of Stalingrad? What 
if more German divisions had been in position to 
stop Operation Uranus instead of hurling themselves 
against prepared defenses in the Red Barricades? 
Could the catastrophe have been avoided? 

No one will ever know. However, it is clear that 
the quicker the Germans finished their assaults in 
the city and moved to support their flanks, the less 
likely such a rout became. Stalingrad was not a battle 
that could not be won, but it was certainly a battle 
that should not have been waged to the degree that 
the Germans pursued it. Any hope for a German 
victory grew slimmer with each passing day. 

So why TURNING POINT: STALINGRAD'} 
Several factors led to my decision to design this 
game. Avalon Hill's original STALINGRAD was one 
of my first wargames and a childhood favorite. So 
I had mixed emotions when the game was discon- 
tinued to make way for state-of-the-art replacements. 
I understood that Avalon Hill didn't need three 
strategic Eastern Front games and '"Stalingrad" had 
always been a misnomer as a title anyway. After 
all, it was just a single hex on a map depicting all 
of European Russia and but one of three cities 
required for German victory. Here was my chance 
to salvage that great title — truly the most recognized 
turning point of World War II — with a design more 
in keeping with the gTeat struggle that was waged 
there. However, I was determined that, in this case, 
state-of-the-art would not mean more complicated 
and I tried for a design as inherently simple as the 
original. 

The battle itself required no excuses for the lack 
of "fog of war" mechanisms. Both sides had a 
pretty good idea throughout the battle of what they 
were up against. The Germans used prisoners, aerial 
reconnaisance and possession of the higher West 
Bank to give them a constant operational view of 
what to expect from the Russians. Unfortunateiy, 
this foresight did not apply itself to the grand 
strategic view, where Hitler continued to view the 
situation with blinders. Chuykov, for his part, was 
kept well informed after the opening days of con- 
fusion by a system of spies among the civilian 
population and by active patrols whose regular 
movements across the lines through the city's sewer 
system were never completely stopped. 

I had always been an admirer of Courtney Allen's 
"impulse system" games, which use a high degree 
of player interaction in the form of action-reaction 
mini-turns to replace the need for written moves, 
thereby achieving a painless form of semi-simultaneous 
movement. Heretofore those games had always been 
associated with street fighting subjects, but in truth 
the fighting in those battles paled in comparison to 
the scale and ferocity of Stalingrad. As soon as I 
had seen STORM OVER ARNHEM, we talked about 
Stalingrad as a more exciting subject for a folio wup 
to his game system. SO A was great but limited by 
the situation. The British could only defend an ever- 
shrinking perimeter. What was needed was a battle 
where reinforcements allowed counterattacks of a 
more sweeping nature. However, there were major 
problems to overcome in the change of scale. The 
system was primarily a tactical one based on lines 
of sight. How would that correspond to the immensity 
of Stalingrad? Instead, Courtney opted for CASSINO 
and a smaller increase in unit size from squad to 
platoon level. "Poor box office" I moaned, instantly 
forgetting my own reservations about the sales 
prospects after playing it and falling in love with 
the modified system all over again. 



Making the change from squad- to platoon-level 
wasn't that big a leap of faith, but jumping from 
platoon- to battalion-level gives one pause. Major 
changes would have to be made in the game system. 
The more I studied the battle, the more convinced 
I became that the design — while still owing allegi- 
ance to the SOA/CASSINO systems for its 
inspiration— would require an entirely different 
angle. 

The larger scale would require that LOS play only 
a limited role. Ranged attacks into adjacent areas 
would be rare. The vast majority of combat would 
be conducted at close quarters — by actually enter- 
ing an enemy -occupied area. More important, to 
mirror the German's early successes, the system 
must allow the possibility of achieving major break- 
throughs and thereby isolating pockets of troops 
rather than simply shaving off the outer rim of 
defending areas each rum. Consequently, the Over- 
run system was devised to allow a unit to attack, 
succeed, and move/attack again until it is stopped 
by the defence or exhausts its MF for that impulse. 

But what should the MF be? At this scale, with 
one- week turns, any unit depicted could realistically 
move from one end of the board to another. The 
"time bytes" had to be smaller, yet if we used 
SOA's semi-daily turns in which all units could 
move, a game on a nine-week battle would last an 
eternity. So I decided upon daily turns with Sudden 
Death victory conditions every week. This allowed 
units to move the entire length of the board within 
a week's time but limited their capabilities during 
any one day to more realistic levels. More impor- 
tantly, it led to the introduction of the day/night 
dicotomy which is the very essence of the new game 
system, 

THUNDER AT CASSINO had night impulses too, 
but they only occurred for the balance of a turn after 
a player had spent the Advantage marker to declare 
the nightfall. As such, night impulses represented 
a special night offensive planned to take the enemy 
by surprise and not a regularly scheduled and 
occurring event as it is in both SO A and my game. 
I had no problem conceptualizing the other night 
hours not being depicted as such being used as 
periods of rest and inactivity, but I've talked to 
others for whom this posed a credibility problem. 
Consequendy, I wanted night to be a regularly 
occurring event to rid the game of this conceptu- 
alization problem. There were other reasons as well. 
In my study of the battle I was constantly struck 
by the overwhelming effect of German air superi- 
ority. It totally dominated the manner in which the 
battle was fought. Stukas pounced on anything that 
moved. Thus, the Russian MF is less than their 
German counterparts during daylight hours to reflect 
the greater care they had to take in masking their 
movement, yet is fully restored at night. German 
attacks were usually preceded by tactical air strikes 
against enemy strongpoints while Russian daylight 
attacks of any size drew German air support. Con- 
sequently German attacks should be stronger in day- 
light hours, and Russian attacks during that time 
frame should be weaker. What the Germans took 
by day, the Russians infiltrated back into at night 
in countless local isolated counterattacks. The battle- 
field changed character instantly with each sunrise 
and sunset. It was said that the Germans held sway 
in the streets during the day but the Russians reigned 
supreme in the rubble, sewers and alleys at night. 
Equally important was the fact that the Russians 
could only bring reinforcements across the Volga 
at night. The timely arrival or non-arrival of those 
forces lends the situation much of its excitement. 
Obviously the game had to be broken down into 
alternating periods of day and night impulses. 

This in turn led to the idea of limiting the number 
of impulses available to each player in each day. 
All accounts of the battle refer to Paulus's inability 
to attack in more than one area at a time. The 



Germans simply lacked the strength to attack all 
along the front and had to pick their spots for what 
they hoped would be surgical strikes thrusting 
through to the river. Obviously, the SO A system 
wherein all units are encouraged to move or fire 
each "turn" didn't lend itself to this situation. By 
breaking that "turn" into seven daily turns (each 
limited in its number of impulses), the game better 
simulated the battle and was also shortened greatly. 
Suddenly, the emphasis of the system changed from 
one of outwaiting your opponent so as to preserve 
resources with which to attack against limited 
response to one of needing to make every impulse 
count. Passes became rare. Each impulse now 
represents a precious opportunity measured against 
both the opponent's opportunity to respond and a 
ticking clock. The German can't fool around with 
petty impulses. He must force the action. The action- 
reaction ideology of the original system is not only 
preserved but enhanced by the change. I do miss 
the threat of the SOA/CASSINO double-pass end- 
ing a turn prematurely, but the alternating day/night 
periods is an equally interesting gaming mechanism 
and makes for a better simulation. 

The next question to resolve was the number of 
impulses that would comprise each day. On Sep- 
tember 13th, there were 12.5 hours of daylight. The 
days grew shorter by 20 minutes per week, until 
at game end the Germans are dealing with less than 
ten hours of light per day . The balance of day/night 
impulses should be inversely proportional to each 
other and subject to progressive change as the game 
goes on. I'm sure there are those who would prefer 
a set number of impulses for the passage of each 
24-hour period, but I prefer the uncertainty of basing 
the number on current dice rolls — especially the 
German combat dice rolls. I don't view all impulses 
as being equal time increments. A lot can happen 
in a single impulse — perhaps a dozen or more attacks 
in an extreme example could capture five or six 
areas. On the other hand, a whole division could 
be stopped cold and lost for the week. The Germans 
controlled the tempo of the battle. When their attach 
succeeded and breakthroughs were created, a whole 
series of hectic events were unleashed. When their 
attacks were stopped dead in their tracks, the entire 
German timetable was thrown offetride and the 
action stagnated. Thus, I viewed each impulse as 
being elastic — encompassing up to an entire day if 
the German rolled "snake eyes" or a mere hour 
when he rolled "boxcars" . In other words, the suc- 
cess of that action determines its length. I've always 
thought that the more rigid a set of rules is, the easier 
it is to poke holes in its shroud of realism. Con- 
sequently, I've returned to the protective arms of 
abstraction whenever possible. I'm very comfortable 
with the abstract elasticity of an impulse's time 
frame. I can well imagine the plight of Paulus's staff 
when his second impulse comes up a "2". "Colonel 
Krumpen reports no progress at Spartakovka and 
heavy casualties; we'll have to delay the assault on 
Orlovka Gully until tomorrow. " Moreover, I revel 
in the plight of the Russian who literally pleads for 
each daylight impulse to be the last so he can rush 
his reinforcements across the Volga and into line 
in time. Replacing this uncertainty with a predeter- 
mined number of impulses would be both less 
exciting and less reflective of the hotly contested 
nature of the battle where victory truly did sit astride 
the fence on numerous occasions. It also makes the 
game subject to sudden swings of fortune which I've 
always found enjoyable. On countless occasions dur- 
ing playtest, I swore my position was hopeless, only 
to be hearing the same protestations from my 
opponent several moves later. 

There will be those who consider this a flaw- 
dismissing it as too luck dependent — the most 
common criticism I've heard of the SOA/CASSINO 
games. To each their own. For myself, I dismiss 
this criticism as the protestations of those too lazy 



to master a new game system requiring a different 
type of skill. I've never considered myself a par- 
ticularly lucky individual where dice are concerned. 
Indeed, I'm the butt of several standing jokes among 
local players when dice rolls are discussed. Yet, I've 
never lost at CASSINO and seldom at ARNHEM. 
That doesn't strike me as a game system that's too 
luck dependent. Of course, I have been known to 
insist on using chits rather than dice and I re- 
commend that alternative to those who, like me, 
regularly curse *'the bones". In point of fact, I 
would make a case for this system being less luck 
dominant than most wargames when employing the 
chit system instead of dice. 

By now you've probably pegged me correctly as 
belonging to the play ability camp as opposed to that 
school of wargamers for whom simulation is the 
thing. My approach to design has always been that 
wargames should allow you to recreate historical 
results, not force them upon you. I don't believe 
in saddling the armchair general with the same mis- 
takes made by his historical counterpart. That type 
of thinking pervaded my decision not to include the 
German Withdrawals in the Basic Game. Who is 
to say whether such withdrawals would have been 
made were the situation different from the one that 
faced the commanders at the time? The player can 
choose to ignore his scheduled withdrawals if he's 
willing to pay the price of likely incursions by the 
64th Army to the south — the most likely result of 
failing to bolster that flank with the withdrawn units. 
Forcing such withdrawals upon a player regardless 
of the circumstances at the time is more unrealistic 
to my mind then ignoring them altogether. I sub- 
scribe to the theory that you give the respective sides 
all the troops they had at the time, reflect their sup- 
ply, tactics and terrain advantages and then let them 
make their own history. If it mirrors real life, fine. 
If not, so much the better because it shows the fas- 
cinating might-have-beens. Keep in mind that 
although you are getting reinforcements at the time 
they entered the battle historically, had the circum- 
stances been different (as they doubtless will be 
when you start tinkering with the thousands of in- 
dependent variables that make up a battle), they may 
well have arrived earlier or later. Most games using 
the timed arrival of reinforcements are artificial in 
this respect in that they impose historical events 
throughout a time table in a situation wherein the 
circumstances will have changed countless times 
during the natural progression of the game. Thus, 
we have to decide whether we are interested in 
replaying a historical event and watching it unfold 
like a movie with a predetermined ending, or 
recreating the circumstances of a historical event 
and seeing how our decisions and a different hand 
from fate could have affected the outcome. You can 
always count on finding me in the latter camp. 

Play ability also was the key factor in selecting 
the unit methodology used for the pieces. Rather 
than using standard NATO military symbology 
throughout, I opted for the usage of more "user 
friendly" terms like "ENG/PNR/TD" over the offi- 
cial designations because they are more readily 
recognizable. Unlike some wargames, the type of 
unit here is very important in determining what it 
can do. I wanted the units to be recognizable at a 
glance without having to memorize military symbols 
similar in appearance. Any silhouette is armor for 
game purposes; any "X" is infantry; and any special 
unit is clearly delineated by the symbol. 

One of the major changes from the SOA system 
is that attacks are now made against the strongest 
unit in an area rather than the weakest. This was 
brought about again by the change of scale. Whereas 
the previous games had very precise limits as to what 
constituted a unit, here they represent anything from 
the remnants of an entire division to single platoons 
of tanks with several companies of support troops. 
Consequently, the Defence Factor of Combat units 



varies from "1" to "9" (as opposed to a range of 
only "3" to "5" in CASSINO). If attacks were still 
allowed to be made against weaker units with that 
range of strength, reinforcing a strong unit with a 
weak one would actually weaken it. This change 
has several positive side effects. Obviously the 
addition of a strong unit in an area now greatly in- 
creases its defence, whereas in CASSINO it helps 
only as a matter of the additional casualty points 
that area can absorb— at least until all of the weaker 
units in the area have been removed. On the other 
side of the coin, the stronger units are now the first 
to take casualties as any attack must extract its first 
inflicted casualty point from the strongest defender 
first. No longer are the weakest units eliminated 
while the strong remain impervious to damage. The 
strong must pay a price for lending their strength 
to any defence. The question of which units to keep 
in reserve is now a much more anguishing one. The 
best counterattacking units are also usually the best 
defenders, but once committed to the line they are 
subject to losses that will ruin their counterattack 
potential. 

One common theme in all these impulse games 
whose validity I've occasionally seen questioned is 
the concept of the "Groups" themselves. Why 
should a Group occupying the same Area with 
another Group be spared the effects of an Artillery 
barrage simply because they are a separate Group? 
The answer is that they don't occupy the same 
"area". In general, Areas encompass far more 
territory than traditional hex games on the same 
subject. Within such an expanse it is entirely pos- 
sible and likely that positions would be set up in 
depth so that troops could be under fire in one 
section of the Area while those in another receive 
no attack at all. This strikes me as both reasonable 
and more realistic than if they were treated as one 
combined target. I've never read an account of any 
barrage— no matter how intense— completely eliminat- 
ing the defending force. By allowing the defence 
the possibility of two separate Groups in an Area, 
such cataclysms can occur only by making two suc- 
cessful attacks. The Overrun concept allows break- 
throughs to occur, but the two-tiered defences within 
an Area make it more difficult. 

Others have questioned why it is the attacker who 
selects which Group is his target. Wouldn't the 
defender have his choice over which Group con- 
stituted his first line of defence? Again, my answer 
lies in the size of the Areas depicted. It is foolish 
to envision a layer of Fresh units across a front 
backed by a layer of disrupted units resting behind 
them. Indeed, it is the very act of moving into the 
line that turns a Fresh unit into a vulnerable Spent 
one. Each Group in an Area is assigned a certain 
frontage within that Area. By choosing which Group 
he will attack, the attacker is merely specifying a 
point along the Front of that Area at which he is 
making his attack. 

Yet another seeming quirk of the system which 
may bear some explanation is the ability of units 
to move through a seemingly intact defence when 
a perimeter is not defended in depth. Consider what 
happens when a German armor unit manages to 
Overrun a Group in an Area and then ends its 
impulse with another Russian Group still intact in 
the same Area. On the surface, the perimeter seems 
to still be intact. However, if the Russian has not 
backed up that Area with another unit in a second 
line of defence, at Dawn when that German armor 
unit returns to Fresh status it may leave that Area 
and continue forward with a seemingly solid line 
of enemy units behind it. It will probably be out 
of supply, but if it is willing to take that risk a 
temporary breakthrough has occurred with the lines 
closing automatically behind it. This is not a rules 
anomaly, but an intended feature of the design. The 
Overrun pierced the Russian perimeter at the point 
of attack in that Area, When the Russian failed to 
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respond by moving another unit into the adjoining 
Area to block the German advance, he allowed the 
German to exploit his initial success the following 
morning. Although Russians still occupied the Area, 
they were not considered strung out in a continuous 
line in front of the German armor unit in that Area 
and therefore the perimeter had been pierced. The 
same logic is used when an attack is disrupted 
without an Overrun while attacking an already spent 
defence. When the attacking forces recover their 
Fresh status they will be able to push on past the 
still seemingly intact defence unless the defender 
has had the Foresight to reinforce the point of attack 
with a unit in the next Area to prevent a direct move 
from an occupied Area to an occupied Area. The 
Impulse system allows the defender an opportunity 
to prevent such breakthroughs with the proper 
counter move, but if he fails to make it the system 
assumes that the in-Area fighting has continued in 
the interim and allowed the attacker to break the 
enemy line. 

One of the biggest improvements of CASSINO 
over SOA was the use of MG units to give a semi- 
ZOC effect during daylight turns. The need for MG 
to slow enemy movement and for infantry to pro- 
tect them in close combat gave the game a much 
better "combined arms" feel than that of its 
predecessor. This restraint of enemy movement was 
an effect that I wanted to preserve, but the different 
scale meant that it couldn't be accomplished with 
MG units. At battalion level, most of the units 
inherently contained that type of combined arms 
effect already. So I theorized that the greater com- 
bat readiness of fresh units in contrast to disrupted 
units could be used to achieve the same effect. In 
most games the only difference between a fresh unit 
and a disrupted one is that the latter has taken 
casualties. However, in all of the impulse system 
games disrupted units regularly return to fresh status 
unless they're eliminated first. In this game, the 
extent of their disruption is measured only in terras 
of the duration of time they remain disrupted. While 
casualties can certainly be viewed as the most likely 
part of the phenomenon that turns a fresh unit into 
a disrupted one, there are other factors to be con- 
sidered too. Any unit which changes position is 
"disrupted" briefly — not because it has taken 
casualties but because it is vulnerable while in trans- 
it. Even upon arriving at its destination, it has not 
had time to entrench, camouflage, sight its guns, 
set its patrols, outposts, headquarters and observers, 
etc. So until sufficient time passes, the unit is just 
as vulnerable as the unit depleted by combat losses. 
The latter is viewed as a unit whose strength has 
been lessened to the point that it can no longer attack 
until it receives replacements. Moreover, its defence 
is far less aggressive also — consisting solely of 
defending in place as opposed to launching local 
counterattacks, patrolling adjacent areas (thus the 
ZOC effect of fresh units during daylight impulses) 
or infiltrating behind German lines at night. 

This concept, in turn, led to yet another change 
from the CASSINO system. In the latter, casualty 
points were based on the type of unit, ranging from 
one to four apiece regardless of their status. Here, 
all fresh units are worth three casualty points and 
all disrupted units are worth two. Furthermore, 
casualty points may be paid by converting fresh units 
to disrupted status as well as by elimination and 
retreat. The rationale should be easy to follow. Dis- 
rupted units are worth less casualty points because 
they are already in a weakened condition by virtue 
of previous casualties inflicted or a more exposed 
position due to recent movement/attack. 

Some may view the treatment of artillery as 
unrealistic. Admittedly the "shoot-every-fourth- 
day" rule for artillery is an abstraction, but where 
do you draw the line between abstraction and 
reality? The imposition of rules allowing the 
Germans to fire only on the days they actually 
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launched major bombardments would be the super 
realistic answer. However, it doesn't take much 
imagination to realize that such a restriction would 
create a very strange game with strategy dictated 
by history rather than the participating players. The 
"shoot-every-fourth-day" compromise seemed a 
reasonable method of rationing the German ammu- 
nition that also nicely fit into the existing game 
system and did away with the need for record- 
keeping. 

Less obvious perhaps is my rationale for the 
Russian artillery, which some may view as too 
restrictive. For reasons already touched upon in the 
rules, the Russians had to exercise a rigid fire dis- 
cipline that made the types of prolonged bombard- 
ments employed by the Germans impractical, if not 
impossible. Consequently, Russian artillery during 
the battle could be characterized as harassing rather 
than devastating — adding constantly to the mount- 
ing toll of German attrition, but seldom delivering 
a crippling blow. In truth, only once during the 
battle were the Russians able to mount a barrage 
into a German staging area that wiped out a 
battalion-sized force. Rather, units shrank in size 
as the Russians persisted in constant piecemeal 
attacks with small groups and harassing artillery 
fire— wiping out a squad here, decimating a platoon 
there. This sort of attrition is not appreciated in a 
game where wholesale elimination of German units 
is rare. Instead, attrition is represented by periods 
of disruption reflecting the need to pause and refit. 
Time is the German's real enemy. Each day lost 
without bringing the battle to a conclusion brings 
the Russians ever closer to their counter-offensive. 
Time is the real attrition agent here — not the removal 
of German units. Consequently, the Russian artillery 
system is intended to encourage those piecemeal 
attacks that Chuykov so favored and which are so 
difficult to simulate at this scale. The rules do not 
reflect the use of Russian artillery as a surgical in- 
strument in close support of ground forces, although 
they may initially give that impression. Rather, their 
"harassment" value is added to the Russian attacks 
as a simple way of reflecting the attrition they in- 
flicted on the defender while encouraging the 
Russian to mount small, local counterattacks. And 
late in the game when the Russian Artillery strength 
increases, the incidence of German units being 
eliminated outright will increase— further reflect- 
ing their weakened state as the battle drags on. This 
portrayal of Attrition will not be obvious to the 
player, but is definitely factored into the design. In 
fact, as the battle wound down in November, the 
62nd Army's artillery resources actually declined 
as guns were siphoned off for the coining offensive. 
The increase in Russian Artillery strength in the 
game is intended to reflect the weakened state of 
the German units (as does Case F of the DV 
formula). 

One of the more recent criticisms of the game, 
which has merit at least on the surface, is that it 
fails to portray the weakness of armor in an urban 
environment. John Berry (see his article following) 
and others have pointed out that it is the armor which 
carries the day in the game, while in reality it was 
the infantry that bore the brunt of the street-fighting. 
I'll conceed that individual cases of unrealistic armor 
effectiveness can occur when the Russian defenses 
break down, but overall I feel the game amply 
hampers armor and keeps it in its place without the 
need for complicated special rules. Once the German 
encounters stiff enemy resistance along the river- 
bank in the heavily fortified/rubbled city areas, 
armor alone cannot carry the day. Here sledge- 
hammer blows of enormous strength are needed to 
win areas. In the battle, the German infantry could 
not advance further until massive armor support was 
brought to bear on the Tractor Works . Likewise in 
the game, the German player who attacks without 
armor leading whole regiments of infantry has little 



chance. And the German who attacks with armor 
alone has either broken through weak Russian 
defenses or is doomed to failure. Contrary to the 
good Major's conclusions, I feel the game portrays 
well the need for a combined arms approach, with- 
out handcuffing the players with specific rules 
requiring them to use it. Moreover, I feel not enough 
credit is given the rubble factor in downplaying the 
value of armor in the city. What critics so often for- 
get is that the game is essentially one of time 
management. The game is structured in such a way 
that the Germans often take their casualties in the 
form of "time" rather than units. The German 
player is up against an unforgiving timetable; he 
must accomplish his tasks within a given span or 
he loses. Thus, his units — which in reality are being 
attritioned dreadfully remain seemingly unaffected 
on the map while the Russians melt away. But he 
is paying a price; the Russian defenses get ever 
stronger, and in so allowing them to do so, the 
inherent weakening of his own relative force is 
reflected. Thus, the inability of the German player 
to ever know with certainty that he will be able to 
lead his assault into a rubbled city section that day 
plays incredible havoc with the German timetable. 
Fail a rubble entrance roll . . . Lastly, a factor that 
no critic seems to have considered on this subject 
is the vulnerability of armor to rubble once past it. 
German armor which advances out of a rubbled area 
and is forced to retreat takes a chance on outright 
elimination (where infantry could retreat freely). I 
feel this understated effect amply penalizes armor 
for any undue strength it may have for defending 
among the rubbled city. 

In most games, LOS is a two-way street. If A can 
see B, B can see A— or, to put it in THUNDER AT 
CASSINO terms, whatever the Monastery could see 
could also see the Monastery. Here, the ranged 
hilltops 126.3 and 102 are not subject to reversed 
ranged fire of the type they can dispense. The reason 
for this change is again one of scale. The map scale 
used here is six times that of THUNDER AT 
CASSINO. The latter's Area 66 represents only the 
Monastery. The surrounding slopes of the massif 
are broken down into seven adjacent Areas. Here, 
Area 56 represents the entire Mamayev Kurgan hill, 
including all of its slopes and the surrounding 
countryside as well. Many LOS to the hilltop would 
have no way of knowing what lay on the reverse 
slope or even the intervening lowlands. Therefore, 
occupation of these hilltops allows fire into non- 
adjacent Areas, but the reverse is not true. 

To my mind, THUNDER AT CASSINO had only 
one flaw as a game — its length. Barring an early con- 
cession, players had to move at a brisk pace to finish 
a nine-turn game in a day. And if it ended in a tie 
after nine turns — well , then chalk up the weekend 
as gone while you played the remaining six. The 
length of the nine-week Stalingrad campaign was 
thus viewed as a problem from the outset. It is sur- 
prising then that this game does not suffer From this 
problem. The Basic Game ends in three to five 
hours — even quicker for players abiding by the 
reaction rule. The solution, believe it or not, was 
borrowed from CASSINO and expanded upon. The 
game is played in nine weekly intervals — each of 
which is divided into seven separate days. At the 
end of each week, the German player must exceed 
the Victory Point level for mat week to win the 
game. If he scores less, the Russian wins and the 
game ends. If he scores exacdy the required number 
of Victory Points, the game is undecided and play 
continues for another week, after which the process 
is repeated. This results in the majority of games 
ending quickly. Although we did have one game 
continue for five weeks using the Basic Game 
Victory Conditions, the vast majority were decided 
within three, which is why the Basic Game ends at 
that point. Some will see this as a drawback because 
they are more interested in simulating the battle in 



its entirety than in playing a quick game that ends 
when the German's chances of a historical victory 
are gone. For them, I prepared an expansion set that 
contains the remainder of the OB for the last six 
weeks and a more lenient set of Victory Conditions 
in which the most likely occurrence at the end of 
each week is a draw and thus continuation of the 
game. Thus followed my attempt to have my cake 
and eat it too. In this way we were stole to drop the 
price of the product for those most interested in the 
game, while also providing the complete OB/battle 
at a slightly higher price for those more interested 
in the simulation aspects. Hopefully, it is a solution 
that appeals to both camps. 

Before ending this discourse, there is one impor- 
tant difference in the system crying out for expla- 
nation: the absence of close combat. "No close 
combat in a Stalingrad game . . . is he mad?" True, 
close combat was the very essence of the battle of 
Stalingrad, but I like to think that it is better 
represented by the system as a whole than by adding 
a specific phase of combat resolutions entitled 
"Close Combat". Sometimes the best rule in a game 
is the one you leave out. A specific Close Combat 
Phase posing the elimination of whole units on a 
daily basis is obviously less viable on the battalion 
level than at the squad level. The combat system 
already depicts close combat in the natural course 
of events. The bulk of combat is non-Ranged at- 
tacks by units entering an enemy -occupied area— 
this is close combat. The natural attrition of close 
combat is reflected both in the casualty points in- 
flicted on the receiving end and in the disruption 
duration penalties for attacks both successful and 
otherwise. In addition to all of the above reasons, 
had I retained a separate Close Combat Phase in the 
game, the Russian would have lost the incentive to 
counterattack— preferring to let the Close Combat 
Phase do his work for him without any real effort 
or extended risk on his part. If anything, Stalingrad 
was a battle of constant local counterattacks and the 
combat system was designed to reflect and encourage 
just that. The fact that the game became shorter and 
simpler in the bargain was just icing on the cake. 

The only real complaint I've heard about TURN- 
ING POINT: STALINGRAD has come from those 
getting their first taste of the game. They complain 
that its not much fun playing the Russians and 
watching your forces being slaughtered. The 
Russian player has to keep in mind that his 
objective— as it was in the battle— is not to destroy 
German units but to hold them in place by denying 
them the territory they sought. If he does that, the 
impending Operation Uranus will trap and eliminate 
the entire German Army. As such, Chuykov was 
given only enough force to keep the trap baited and 
the prey enticed — not enough to mount major counter- 
attacks to retake the city. There is no denying that 
the Germans start play with a lot of momentum and 
control the initiative. Losses for the first week 
average a 6:1 ratio in the German's favor. The 
challenge for the Russian player is to survive that 
whirlwind start, shore up his defences in time to 
bring the Germans to a halt, and then pick his spots 
for opportunities to reverse the pendulum. His grow- 
ing artillery strength makes his counterattack poten- 
tial ever greater as the game progresses, but he'll 
never get that far without skillful counterattacks at 
the right points in the early going. It is a challenge 
I find terribly exciting. 1 hope you do too. , 
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STALINGRADSKAIA BORBA 

Critiquing TURNING POINT 

By John H. Beny 



John Berry was just one of an extremely proficient 
group of ' 'blind ' ' playtesters for TURNING POINT: 
STALINGRAD who contributed greatly to the final 
development of the game. As you '11 come to realize 
while reading the article that follows, his forte is 
simulation. While Don 's emphasis has always been 
on playability, he inevitably wants as much real- 
ism as he can get without compromising the elegant 
simplicity of the design. Time and again, Berry's 
criticisms drove Don back to the keyboard to send 
out updates to the playtesters. Apparently, he was 
not totally successful, as Major Berry found plenty 
to point to (as we knew he would) when asked to 
write upon the value of the wargame as a simula- 
tion. While I do not agree with all of his quibbles, 
we nevertheless thank him for pulling no punches. 
The art of simulation design has no rigid rules of 
right and wrong, but is instead a matter of individual 
perception. What "works" for me may be purest 
"hokum" to you, and vice versa (one reason why 
no one has yet designed a game that appeals to every 
war gamer). For Don *$ riposte to Mr. Berry's notes, 
see his preceding ' 'A New View of Stalingrad" in 
this issue. 



This article will attempt an examination of TURN- 
ING POINT: STALINGRAD {TPS) and its contri- 
bution to (or failure in) realistic simulation of the 
battle. No boardgame can ever simulate the fear, 
the misery, and the confusion of actual combat. 
However, proceeding from this point, some board- 
games have been more successful than others in 
simulating events and conditions of the actual battle 
or campaign being portrayed. The point being, of 
course, does the game inform as well as entertain? 
If so, is it correct in what it teaches? Perhaps this 
article will allow the reader some insight as to how 
TPS fares. 

Invariably , TPS will be compared to two previous 
games by other publishers on the fighting along the 
Volga— Streets of Stalingrad and Battle for Stalin- 
grad. Neither game is still in print, but most Eastern 
Front lovers have played at least one, if not both, 
of them. Fair or not, TPS will be measured against 
these games by experienced simulation enthusiasts. 
Even with their several flaws, until now they set 
the standards for simulating the battle. Thus, from 
time to time, comparisons with both games will 
creep into my judgements on TPS. 

FAILURE? 

Since TPS is based on the SOA system, simula- 
tion is g ready affected by the map and the use of 
"areas" for movement and combat. Area-versus- 
Hexagon maps have been an off-and-on controversy 
for many years in wargaming. Some early attempts 
at area movement games faired poorly with most 
of the wargaming public. Some jumped to the con- 
clusion that the use of area movement was the sole 
reason for failure of the design. Given dme and 
more reflection, it became clear that other problems 
in these games may have contributed more to their 
lack of success than did the use of area movement. 

In theory, at least, area movement games come 
closer to simulating the reality of military opera- 
tions than do hex-based games. A commander tends 
to think in terms of moving his unit within its 
assigned boundaries (an area) to seize an objective 
or defend (again an area of ground) it. When coupled 
with a well -designed system, area movement has 
proven to be very successful in a simulation. 



Then the question becomes, "Are the areas 
apportioned correcdy on the map board?" Some dis- 
crepancies appear to exist in this game. For example, 
some areas border on gullies. Yet movement costs 
for entering the area remains the same whether 
entering from the direction of the gully or from an 
open field. While this is somewhat disconcerting, 
over numerous playings it did not appear to have 
a major effect upon the outcome of the fighting. 
Interestingly enough, the approach is not uniform 
throughout the map. That portion of the Minina 
gully within the built-up area is actually treated as 
an area for movement purposes. A more accurate 
appraisal of terrain would have called for other 
gullies (such as the Tsaritsa Gorge) to be portrayed 
as a separate area as well. 

Next, consider the Order of BatUe. For the most 
part, the division level German OB appears to be 
correct. However, there are a number of German 
corps and army level units not present. The designer 
justified their absence by factoring such formations 
into the German divisional units. Such factoring 
takes the form of increasing the combat power of 
units — permanently assigning a corps or army level 
unit to a division. In terms of simulation, this was 
probably a poor choice. For example, the 635th 
Pioneer battalion begins the game assigned to the 
24th Panzer Division, and will remain so through- 
out the game. While it is historically correct to place 
the 635th Pioneer with the 24th Panzer on 13 
September, the unit was attached— not assigned. 
This presents an incorrect picture with regard to the 
organization of the German 6th Army. 

Even worse, such a structure of the German OB 
fails to teach the gamer the reason for the existence 
of fire and maneuver assets above division level. 
Combat and combat support units at corps and army 
level allow the commander to lend * 'weight' ' to cer- 
tain portions of the battlefield. At present, in TPS 
the German player can only weight the battlefield 
at divisional level or below. Even the use of generic 
"support points" would have been better. 

The initial Soviet OB is a "no- win" situation. To 
this day, official Soviet writings on the battle do 
not fully agree as to both presence and location of 
the units of the 62nd Army on 13 September. One 
reason is due to the confusing state of affairs that 
existed in the 62nd Army— an army not so much 
falling back on Stalingrad as reeling back. The 
forced infusion of the male population of the city 
further served to increase confusion as to actual unit 
status. Another reason is polidcal. The Soviet 
government will not openly admit that a unit could 
disintegrate and leave the field while participating 
in the defence of the Socialist Motherland. Or, even 
more strangely, that a penal unit (political "unrelia- 
bles") could fight as well or better than a Guards 
unit. 

"Official" Soviet sources (in the opening phases 
of the battle) tend to be written in terms of overall 
army strength and do not offer figures for individual 
brigades and regiments. For example, on 13 September, 
the 62nd Army is credited with 110 tanks; but there 
is no indication of tank strength of individual units. 
Even figures for overall tank strength don't tell us 
if the Soviets were counting in so-called "inoperable" 
tanks placed in strategic positions. Or how about 
the falsification of personnel reports in order to gain 
additional food and vodka rations? Under such limi- 
tations, the Soviet OB in TPS is about as accurate 
as it can be. 

Possibly the weakest aspect of the game, in terms 
of simulation, concerns the effects of artillery. The 



rigid disruption of German artillery is an overly sim- 
plistic way to simulate the ammunition shortage. 
Four days out of the battle each time a unit fires 
is much too predictable. The effects of ammunition 
shortages and German counter-battery fire are 
handled much better with regards to the Soviet 
artillery east of the Volga. Neither player knows 
for sure just when the Soviet artillery will become 
available, or for how long. 

Worse than the rule on artillery disruption is the 
conduct of bombardments. The density of units (or 
targets) under attack has no influence on the effec- 
tiveness of barrages. Only terrain and the strongest 
unit in a group are considered in the resolution of 
the attack. Some will argue that placing a large 
number of units in an area still risks a greater 
number of casualties should the attacker come out 
way ahead on the dice. While this is true, it is a 
poor approach since it is purely luck-dependent and 
not related to unit density. Even unit differentiation 
has no real effect. A tank company can be just as 
lucrative a target as an infantry battalion. 

The use of artillery in TPS does not unhinge the 
game, however. Overall, it seems to work. Con- 
sider the effects of German artillery and air in the 
campaign version of the old Battle for Stalingrad. 
The power and accuracy of both made the game vir- 
tually unwinnable for the Soviet player. Unfor- 
tunately, TPS fails to teach players the correct 
lessons about artillery in general, and its use at 
Stalingrad in particular. 

Somewhat related to artillery use is the use of the 
anti-aircraft units in the game. Once again, TPS falls 
short. AA units are not allowed to enter an area con- 
taining enemy units (even if accompanied by friendly 
infantry or armor). This is ahistorical. The Germans 
used vehicle-mounted AA guns to support assaults 
on Soviet positions. There is no doubt that an AA 
unit should not be allowed to enter an enemy- 
occupied area unsupported. However, when com- 
bined with infantry, there should be no such res- 
triction. 

One last complaint with regard to units and com- 
bat system relationships remains. With the excep- 
tion of possibly being halted by rubble, tanks are 
too strong deep within the city itself. A player could 
easily come away from playing with the idea that 
in city streets, tanks were just as effective as they 
were on the steppes. Streets of Stalingrad handled 
this problem in an elegant, but realistic manner. 
Armor units inside the city received no terrain 
benefits when fired upon. Such an approach allows 
the firepower of the tanks, while increasing the risk 
of loss. In TPS, once past any rubble, armor is not 
vulnerable unless it happens to be the strongest unit 
in the group. 

Finally, let us turn to the use of the "Advantage" 
rule. The side possessing the Advantage chit can 
extend the day (or night) phase, or force a re-roll 
of the dice in a particular battle. There is more to 
it than that, but that should convey the idea. Use 
of the Advantage is supposed to represent the 
application of large resources in a major offensive 
or of one side having a tactical edge over the other. 
The participants I have been associated with felt that 
this was a controversial rule. One player even 
refused to make use of the Advantage when he 
possessed it, condemning it as too "gamey". Even 
those who used it were uneasy with it. 

On the surface, it is understandable that the 
designer wished to have something that would allow 
a player to overcome very bad luck (e.g., the Soviet 
player's worse fear— a one-impulse night). How- 
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ever, I would have to admit that this rule doesn't 
help in terms of simulation. Maybe it tries to cover 
too much ground. And then there is something odd 
about re-fighting a battie that you just lost (or won). 

SUCCESS! 

By now you're probably thinking, "So what if 
this guy nitpicks simulation problems; it's still a 
great game!" Well, I happen to believe it is more 
than just a great game. Even with its shortcomings, 
I feel that TURNING POINT: STALINGRAD is the 
best simulation yet of the battle. 

The alternating movement system in TPS is a 
simple and uncomplicated attempt to reproduce the 
"fog of war" and some degree of simultaneous 
movement. To reach for farther simulation of reality 
would require the use of two maps, cumbersome 
rules, an umpire, etc. Well, the idea is to actually 
play the game and, at least in this case, the alter- 
nating movement system is much better than sequen- 
tial or hidden ones. Thanks to the situation, complete 
hidden movement in the game would actually be 
inaccurate. Both sides tended to have fairly good 
intelligence about enemy units in contact. In addi- 
tion, the Germans could rely on aerial recon, while 
the Soviets excelled at small unit patrolling behind 
German lines. 

The real benefit of the movement system in TPS 
lies in the feeling both sides have of fighting the 
clock. The alternating movement system coupled 
with the uncertain length of day /night impulses can 
present the player with some frustration akin to that 
of planning and executing a military operation. 
Timing and sequencing of events is difficult and 
elusive. The successful commander realizes that it 
will be impossible to do everything. He sets his 
priorities and sees them through, all the while pre- 
pared to take advantage of any unexpected oppor- 
tunity. 

The movement system and its relationship to the 
day/night impulses of the game turn gives an 
accurate picture of how each side's operations 
evolved during the battle. The application of massive 
firepower meant that 6th Army would be most likely 
to achieve success during daylight hours. Concur- 
rently, the Soviets learned to avoid German fire- 
power and conduct their major offensive actions or 
movement under the cover of darkness. Regardless 
of Soviet actions, the German may run out of day- 



light. An important Soviet move or attack may be 
delayed due to dawn. But, as in real life, the players 
are not forced to always operate in such a manner. 
The unexpected — a risky German attack at night or 
a bold Soviet move in broad daylight — can bring 
about a surprising victory. While far from perfect, 
the movement/turn sequencing utilized in TPS does 
an excellent job of depicting the environment 
peculiar to each side at Stalingrad. Suffice it to say 
that this is an approach to simulating the battle that 
is overdue. 

Couple the turn structure with Soviet infiltration, 
and it begins to become clear as to why the Germans 
could not simply blow their way through the city, 
even with their superior firepower and organization. 
The Infiltration rule does a nice job of demonstrat- 
ing the difficulty the Germans had in controlling 
newly -won ground. While complicating the game 
very little, it presents a very important characteris- 
tic of the fighting in Stalingrad. 

Finally, the disruption of an attacker or of mov- 
ing units brings about the appropriate situation for 
counterattacks by the Soviet player. This alone is 
a significant design advance and sets TURNING 
POINT: STALINGRAD apart from earlier efforts to 
simulate the battle. In both Streets of Stalingrad and 
Battle for Stalingrad, the prevailing strategy for the 
Soviet player was to let the German come to him, 
use defensive fire to attrite German units, and 
counterattack only under the most desperate (e.g., 
to take back a ferry landing) or advantageous (e.g. , 
German units cut off with no hope of support) cir- 
cumstances. Such simulations make it difficult to 
understand why Chuikov time and again ordered 
counterattacks right into the teeth of major German 
thrusts. TPS makes it painfully obvious why the 
62nd Army sacrificed units to blunt German attacks 
and to keep elements of the 6th Army off-balance. 

As a result of all the above, TPS achieves a level 
of simulation rarely seen in a wargame. What I am 
referring to here is the psychological struggle that 
ensues between the players. Time and again I have 
participated in, or witnessed, games where one (or 
even both sides) lost their nerve and failed to make 
a much needed move or attack for fear of leaving 
strong units vulnerable. In the title of this article 
1 used the Russian word borba, which is sometimes 
translated as "batde" (as in "Battle of Stalingrad"). 
However, it can also be interpreted as "struggle". 
I feel that this is the more appropriate interpreta- 



tion as it relates to this game. The ability of TPS 
to create in the minds of players a feeling of hope- 
lessness is uncanny. Both players are slowly forced 
into a psychological struggle with each other and 
with themselves. Fear and uncertainty can make 
either player his own worst enemy. (Sounds a little 
like reality, doesn't it?) 

Thus, as a simulation, TURNING POINT: STALIN- 
GRAD does have its flaws. Fortunately, the 
problems do not appear to have affected play balance 
or the overall portrayal of the pivotal battle of this 
century. Unfortunately, they can give some players 
several wrong impressions about the historical sit- 
uation, or about combat in general. As with any 
historical work, you must be objective and sort out 
the accurate from the inaccurate. In other words: 
learn the correct lessons and recognize the incor- 
rect when playing the game. Once this is done, you 
will find TURNING POINT: STALINGRAD to be 
an outstanding blend of game and simulation. 
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Quite a lot of movement among our twenty 
most-played games.— and some surprises. The 
strength of ASL, following our recent feature of 
the system, shows yet again. RED BARRICADES, 
the newest and most unique module to date, is 
getting some play; rather obvious, given that its 
first printing has already sold out (it is being 
reprinted right now). Even the venerable HEDGE- 
ROW HELL got a boost onto the listing. Besides 
RB y several of the other new titles continue to 
show strong (GE '88, EIS, TPS) or appear for 
the first time (MBT, MoV, SoJ). And it would 
seem that Mr. Burnett's excellent column on 
sports is beginning to have some effect, for 
STATIS-PRO BASEBALL makes an appearance. 
Or perhaps fans of that sport, disenfranchised 
by the lockout, have simply turned to another 
way to pursue their peculiar tastes. 
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ALONE IN THE STREETS 

Solitaire TURNING POINT 

By David Chapel 



The shelling has gone on for close to a day now. 
You and your men anxiously await the final order 
to proceed to win the city of Stalingrad for the Reich. 
You are Sgt. Krause of the 29th Motorized Divi- 
sion, and your unit is poised to launch an assault 
against the last Russian remnants in the Kuporos- 
noye area (iWO). Little do you realize that it is here 
that you will be spending your Christmas— and not 
at home in Hamburg with the leave you've accumulated. 
The banks of the Volga beckon, but wait . . . your 
dual personality is setting in. You find yourself on 
a ferry in the middle of the cold river. The waters 
appear to be full of jumping fish, which you soon 
realize are only the impact of shrapnel and bullets 
on the water. Your comrade next to you slumps over 
without a sound as he takes a hit from the deluge 
of fire aimed at the landing point. You have been 
transformed into one Sgt. Tomochev (and under the 
circumstances, you'd much rather be Sgt. Krause)! 

AH of this may seem a little confusing, but if 
you're going to play TURNING POINT: STALIN- 
GRAD solitaire, then you have to learn to view it 
from both the Russian and German points. The 
Germans are usually forced to apply brute force, 
just as in real life, while the Russians must impro- 
vise with what resources they have in the early 
stages. IPS is a highly competitive two-player game. 
However, it can be played solitaire with no rules 
changes or awkward artificial mechanics. 

WHY SOLITAIRE? 

Let's proceed into the cauldron and see what Sgts. 
Krause and Tomochev have to say about this newest 
game from Avaion Hill being played solitaire. It 
should be noted that Sgt. Krause's preference for 
solitaire play is to play the Simulation Game; this 
allows a player to experience the entire sweep of 
the battle for the city day-by-day. Sgt. Tomochev 
likes the Basic Game because it offers excellent 
solitaire opportunities for trying out new strategies 
during the first week of the fighting without having 
to worry about suffering a crushing defeat after long 
hours of play. 

Sgt. Krause says the primary reason for playing 
the Simulation Game solitaire is that after the third 
week, the game becomes completely defensive for 
the Russian player. By this point, the Russian is 
simply trying to hold onto every single area he con- 
trols . Depending upon events up to this point, the 
majority of the Russian-controlled areas should have 
at least Level 1 rubble, and many should have Level 
2 rubble. All this tends to keep the German gains 
to a minimal, house-to-house level— unlike the 
bounding slashes that prevail in the opening weeks. 
In addition, at this stage in the game, the Russian 
player is no longer receiving real powerful units, 
but only men which add support to existing posi- 
tions. Even then, these are coming in at a much 
slower rate than during the first weeks. The net 
result is that the game remains a challenge to the 
German, but the Russian player tends to be limited 
to impulses that consist mainly of the four R's: refit, 
rubble creation, reinforcement, and redeployment. 
The key point is that the game is a challenge for 
the German player — and this is what makes the 
Simulation Game such an excellent solitaire can- 
didate. 

Sgt. Tomochev has already indicated that play- 
ing the Basic Game solitaire offers an excellent 
opportunity to explore new strategies. This is some- 
thing that seems to be a never-ending process; as 
soon as the Germans come up with some innova- 



tive offensive strategy (whether on purpose or due 
to some incredible luck), the Russian player must 
find some way to defend against it. As the fictional 
General Paulus has already noted earlier in this 
issue, a strategy that works during one game may 
not be so successful in the next. It is only by play- 
ing the game a multitude of times that a successful 
plan of action can be consistently implemented . The 
best way to get this experience is by playing the 
game solitaire ... at least in Sgt. Tomochev's 
opinion. 

Another obvious reason, less specific, for play- 
ing a game solitaire is simply the lack of an oppo- 
nent. A quick look in the "Opponents Wanted" 
section proves this all too well. In addition, the 
increased availability of games designed specifically 
for solitaire shows that a market for such play is 
growing. So, how does TURNING POINT: STALIN- 
GRAD measure up in solitaire? Actually, an excel- 
lent game can be enjoyed by the solitaire player by 
playing both sides to their maximum potential. Read 



RANK AND FILE 

TPS is the latest in the series of games using the 
highly playable impulse movement/combat system 
pioneered in STORM OVER ARNHEM. Both our 
sergeants agree that it includes all the key elements 
which make up an excellent game: a good subject; 
high payability; high excitement level; high quality 
components; reasonable historical accuracy; and 
solitaire capability. 

The subject is, of course, the battle for Stalingrad, 
and it is presented in a time and size scale appropri- 
ate to such a monumental battle. Sgt. Tomochev 
feels that play balance is very good to excellent, 
depending upon which set-up conditions are used. 
Play ability is inherently high because of the impulse 
system. In addition, since the number of impulses 
are limited in a given day /night turn, it forces each 
side to maximize their efforts in a short amount of 
time. As others have pointed out, TURNING 
POINT: STALINGRAD is a game where both sides 
are always under the gun. It is not at all uncom- 
mon in a one-week game to see victory gained or 
lost on the last day, perhaps several times. 

The game comes with one of the best mapboards 
ever produced to date. The map is a 16" by 44" 
masterpiece, an overhead view of the city and out- 
lying steppes. The areas have color-coded identifi- 
cations which aid in the initial placement of units. 
An inset section includes the Strategic Movement 
zones, day /night Impulse Track, and the Turn 
Record Track — all most helpful in playing the game. 
Russian and German forces are represented by the 
large % " counters, and they include the usual com- 
bat information, plus setup, withdrawal and rein- 
forcement information as required. 

Surprisingly in such an interactive game, solitaire 
suitability is excellent (and that is the gist of this 
article, of course). It is not fair to compare this game 
with others such ssPATTON'SBEST, RAID ON ST. 
NAZAIRE and B-I7, since those were all specifi- 
cally designed for solitaire play. However, no one 
ever claimed life is fair, and occasionally it is easier 
to describe something by listing what it is not as 
opposed to what it is. Fairness aside, it's worth the 
time to take a quick look at these three solitaire titles. 
B-1 7 and PATTON'S BEST ars of the same ilk since 
they both involve gathering your friends (unbeknownst 
to them) and loading them all in a piece of 
machinery, which then heads off into enemy 



territory. These games stress the "personal" feel, 
and this can obviously generate a high excitement 
level (a strong streak of role-playing comes 
through) , However, this is not the kind of challenge 
you'll find in TPS. In Stalingrad, you command 
regimental and battalion level forces which are no 
more personal than the cardboard they are mounted 
on. Excitement is instead generated by pushing these 
forces to their limit trying to gain (or hold onto) 
each precious area. Battles for these areas can liter- 
ally drag on for days, and occasionally whole weeks. 
The moment of conquest (or the agony of defeat) 
is followed by the threat of counterattack while your 
forces are at risk recuperating. All this leads to a 
tense week of combat, which may bring one side 
victory— but it seems that each week ends with the 
all-too-common draw (in the Simulation Game). 
And the stress and excitement builds to new heights. 

Another thing you won't find in TPS is great 
variation in game outcome. A design like RAID ON 
ST. NAZAIRE offers an interesting subject, but the 
outcome is very dependent on how much firepower 
the matchbox "fleet" has to absorb in the opening 
moves. The historical setup in TPS rarely, if ever, 
results in a blowout for one side or the other — 
especially if the alternate combat system is employed 
to minimize luck. It is amazing that a game which 
offers so many options for attaining (or preventing) 
a German victory can have such a tight band of out- 
comes which result. However, Sgt. Tomochev 
grimly notes that the Basic Game setup can definitely 
result in the Germans annihilating the Russian 
forces; but this is not a frequent occurrence. 

Concealment, hidden units, true simultaneous 
movement, and record-keeping have also been left 
out of the game. These are the usual culprits 
hampering play of other two-player games solitaire. 
The semi-simultaneous movement system of TURN- 
ING POINT: STALINGRAD eliminates the log- 
keeping generally required in si-move games. In 
fact, the only written record required is for the 
armor replacements coming from the Dzerherzinsky 
Tractor factory (#70); and for the one- week game, 
that can be done in your head. 

So, what compares with TURNING POINT: 
STALINGRAD? In terms of solitaire play— nothing. 
The closest comparison in terms of excitement and 
payability would have to be ADVANCED SQUAD 
LEADER. (This statement does imply high play- 
ability, in contrast to those who think that a game 
which has a 300-page rulebook cannot possibly be 
played.) The movement/combat mechanics of the 
game are similar to STORM OVER ARNHEM and 
THUNDER ATCASSINO. The primary differences 
are the removal of the Close Combat Phase (which 
actually enhances play ability over the latter by an 
order of magnitude) and the obvious necessaity to 
include special rules for such as artillery, Stukas, 
Russian armor replacements, and river crossing in- 
terdiction. The transition from one of these titles 
to TPS is minimal due to the fact that a good chunk 
of the rulebook is paralleled in those games. 

Historical accuracy is very good if playing the 
Simulation Game for the entire nine-week period. 
The interpretation of historical accuracy is not neces- 
sarily a strict one. However, the bottom line is 
whether a game has all the key factors that were 
involved in determining the outcome of the actual 
battle. TPS fulfills this criteria because it emphasises 
such factors as Russian infiltration, German superi- 
ority by day, Russian superiority by night, inter- 
diction of river crossings, east bank artillery, air 
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power, rubble/fortifications, and Russian tank 
replacements from the Tractor Works. In addition, 
the fact that a solitaire player is omnipotent, know- 
ing the location and strength of each sides' forces, 
is not out of line since in the historical battle both 
were able to keep good tabs on their opponents. 

THE SIMULATION GAME 

Playing the full-blown Simulation Game requires 
a tremendous amount of time, but it is time we!) 
spent. Sgt. Krause says the average solitaire play- 
ing time for this is about 20 hours. Therefore, plan 
on storing the game in a safe place {away from 
junior's projectiles) when those nasty constraints 
such as sleep, work and family interfere with your 
gaming session. 

The Simulation Game uses the "red" Victory 
Point conditions at the end of each week to deter- 
mine whether the game will continue for another 
week of play. This almost always assures a continu- 
ation of the game into the next week up to the sixth. 
From this point on, one side or the other stands a 
pretty fair chance of attaining that long-awaited 
victory. 

The Simulation Game also demands the use of the 
historical setup and unit withdrawals. Using the 
historical setup results in a slower start for the 
German player due to the lack of large offensive 
values in a single stack at the start. German with- 
drawals do not have a large effect for the first three 
weeks. However, during the period from September 
30th to October 1 1th, his withdrawals will have their 
biggest impact. The loss of the 29th Motorized 
Division can bring the German offensive potential 
to a halt. The units withdrawn during this time 
period will amount to almost 20% of the German 
force. 

Sgt. Tomochev offers the following suggestions 
to his comrades. The Russian plan in the Simula- 
tion Game should be to minimize losses and hold 
onto VP areas. This is, of course, easier said than 
done. However, in the first week it is very impor- 
tant that losses be kept low. Traditionally, Russian 
losses will be in the range of 35 to 45 units when 
playing a one- week game. It is essential that the 
Russian player reduce this level by about ten units 
when playing the Simulation Game. This is not 
unreasonable, considering the fact that the Germans 
are more spread out (and less effective) at the start 
and that the Russian player (hopefully) will not have 
to make desperate moves on the last day of the week 
(September 19). Inasmuch as it is easier for the 
German to gain a draw (and continuation) in the 
Simulation Game, the Russian death grip on VP 
areas can be somewhat relaxed in favor of prevent- 
ing casualties. Non-essential territory must be 
sacrificed to save men whenever possible. Try to 
absorb casualty points through the disruption and 
retreat of units as opposed to elimination — especially 
as it pertains to the irreplaceable six-factor units; 
never accept their elimination if they can retreat 
instead . 

Fortifications are the Russian's best friend. This 
is especially true when fighting through the long 
Simulation Game. The Russian player should create 
fortifications whenever possible. This should not be 
done blindly, but organized in such a manner that 
a bubble of fortified areas springs from the river 
bank. Once the initial bubble is complete, it's time 
to do it all over again and increase the level of the 
rubble. A typical game should have a southern and 
a northern fortification bubble. This presupposes the 
fact that the Russians have split the Russian position. 

Sgt. Krause chuckles as he notes that the German's 
task is to burst the Russians' bubble. The best long- 
term plan for the German player is to split the 
Russian forces in the Mamayev Kurgan (#56) river 
bank region. This means taking control of either the 
Red October Factory (#67), the Oil Refinery (#65), 
or the Tennis Racket (#66). Once this is accom- 



plished, the elimination of one of the two Russian 
bubbles should be pursued to completion. Sgt. 
Krause in this case prefers to clear the northern 
sector of the city and then head south. (This is the 
opposite of what the Germans did in reality.) The 
reason for taking this approach is dictated by the 
fact that the northern section of the city will usually 
be weaker in terms of enemy units (but not terrain 
effect modifiers) than the other. In addition, the con- 
centration of rubble in the north should be less. 
Leave taking the heavily rubbled areas for the 
powerhouse reinforcements of the 305th Infantry 
Division which arrives on October 11th. 

Another key reason for clearing the Russian units 
out of two quadrants is the fact that the Russian 
artillery in those will become essentially worthless. 
Russian artillery is limited in worth if there are no 
Russian units to help with its modifier. (By the time 
the Germans can clear out one of the bubbles, the 
Russian artillery should be increased to a +2 
modifier.) It can't even be used to independently 
attack an area because the artillery requires the 
presence of a friendly unit in order to fire. Removal 
of this threat allows the German player to concen- 
trate his own artillery in the remaining two quad- 
rants and thereby improve the odds of taking out 
the enemy artillery there with counterbattery fire. 

THE BASIC GAME 

This is Sgt. Tomochev 's favorite version of 
TURNING POINT: STALINGRAD. Make no mis- 
take about it; the strategy required varies consider- 
ably from one version to the next. The "anything 
goes" pace of the Basic Game may not be appropri- 
ate for the Simulation Game's less stringent Victory 
Conditions. In the Basic Game, the Russians are 
faced with a stiff challenge. German strategy is 
usually fairly consistent from game to game, since 
the assault will begin with a half-dozen powerhouse 
attacks. The Russian task is one of moving what 
limited units are available to locations where they 
are desperately needed. The tactics for the first week 
of the Basic Game have been thoroughly covered 
by the generals Paulus and Chuykov previously. 
However, the grunts on the line have a few salient 
points to make dealing with solitaire play. 

The one problem that faces a solitaire player in 
any game designed for two is the fact that the 
strategy for each side is inherently known by the 
sole participant. But this problem is almost com- 
pletely nullified in TPS for several reasons. One, 
there are no hidden units. Second, strategic 
redeployment of units from one end of the board 
to the other requires a unit's entire movement before 
leaving it disrupted; this allows the other side time 
to respond to that redeployment, although the 
Russians (being less mechanized and concentrated) 
can't match the Germans for pure swiftness. And 
third, holes in the Russian defensive line which are 
not plugged can only be exploited (by the Germans) 
to a small degree because of movement restrictions 
and supply concerns. 

All of the previous items serve as damping factors 
to an unknown, as well as a known, strategy. The 
one thing that can not be successfully employed by 
a solitaire player is the selective use of feints. These 
are the kind that demand long planning. Moves such 
as pushing for Mamayev Kurgan and then switch- 
ing to an all-out drive for the north-central river 
front is just one example. This statement has a 
"Catch-22" as well. Sometimes a solitaire player's 
knowledge of his "opponent's" impending plan can 
cause redirection of certain units— which then create 
entirely different opportunities for the enemy. And 
thereby making the original omnipotence faulty. 

BRINGING UP THE REAR 

Sgts. Krause and Tomochev ultimately had the 
chance to get it together. The reunion occured in 



the heart of Stalingrad where they were both lucky 
enough to preserve their skin(s) intact. They reached 
a concensus that playing TURNING POINT: 
STAUNGARD solitaire can provide hours of enjoy- 
ment. In addition, the game is fresh and challeng- 
ing each time it is played, and is presented in a 
format which generates high excitement while main- 
taining high pi ay ability. 

They both would like to leave a final note to those 
who believe the game may be completely one-sided 
for any given setup. TPS takes a good ten playings 
to "get up to speed." The trend which seems to 
be prevalent is one of Russian wins fading into 
German wins as the experience of the players in- 
crease. In addition, the casualty rate of Russian units 
steadily increases as the German player becomes 
more effective in his application of force. All this 
leads to a lot of good solitaire or two-player gam- 
ing. If you consistendy have the Russians winning, 
then you need some practice at mobilizing the 
German forces. If the Germans appear to have a lock 
on victory, it is time to play some solitaire games 
and find a Russian strategy which brings back the 
balance. J_ 



TP: STALINGRAD 
Expansion Kit 

Those readers who have played and enjoyed 
TURNING POINT: STALINGRAD will no doubt 
wish to pick up the Expansion Kit. The kit brings 
another sheet of counters, giving players the 
ability to extend the game beyond 3 October (the 
weeks of 4, 11, 18 & 25 October and 1 & 8 
November). The new counter sheet provides 
additional disorganization counters, random 
number chits, and reduced daylight markers as 
well as the new German and Soviet combat units. 
Details of the arrival and withdrawal of these 
new units are already provided on the set-up 
cards found in the original game, so no addi- 
tional rules or components are required. Readers 
are advised that extending the game to 14 
November, while certainly increasing the simu- 
lation "value", will demand a greater com- 
mitment in terms of playing time. The Expansion 
Kit for TURNING POINT: STALINGRAD is 
available for $6.00 direct from The Avalon Hill 
Game Company (4517 Harford Road, Baltimore, 
MD 21214). The usual 10% for shipping/handling 
applies (20% for Canadian orders; 30% for 
overseas). Maryland residents please add 5% 
state sales tax. 



AH Philosophy . . . Com 'd from Page 4 

Alas, I didn't count on offending Mr. Founer. What 
he doesn't realize is that there was never any other 
choice. Either we sold the game as originally 
designed to cover only the first three weeks of the 
battle, or we didn't do the game at all. The "simu- 
lation" version was only an add-on to placate those 
who wanted to fight out the entire battle. By design- 
ing the extension I was trying to please both camps, 
and place the extra expense only on those who 
would benefit from it The game Mr. Founer has is 
complete in every respect. If he wishes more, he'll 
have to pay for it. 

It is very easy for gamers to pontificate on what 
should be in a game, But, in this day of inflation 
and declining wargame sales, there are limits to 
what we can put in a box and still hope to keep 
it sellable at the retail level. I'd love to sell $10 war- 
games again. I'd also like to buy fifteen-cent ham- 
burgers and ten-cent sodas again, but I don't think 
I ever will. Sigh . . . 

Don Greenwood ,* 

Chief Butthead, TAHGC M 
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SERIES REPLAY 

TURNING POINT: STALINGRAD 

Russian Player: Jared Roach 

German Player: Ken Bender 

Neutral Commentator: Don Greenwood 




Jared Roach and Ken Bender are officers ofihe 
Cornell Strategic Simulations Society and have 
played one another numerous limes, although Jared 
has considerably more experience with this particular 
game system. Vie introductory scenario ("Kuibyshev 
Sawmill") was chosen for the replay due to its 
brevity, even though it lacks the movement and over- 
all scope of the main game. Our commentator is 
the designer of the game and, as you '11 see, a 
demanding taskmaster. His victims are volunteers 
from one of his "blind" play test groups and there- 
fore are expected to furnish some stiff competition. 
If Mr. Greenwood seems overly harsh in his criti- 
cisms, forgive him for he is driven by an unending 
love of his game, and lacks patience to deal with 
those who don 't treat it with the same studied 
respect. His comments, in case you can 't identify 
them by tone, are in italics, 

INTRODUCTION: 

Russian: TURNING POINT: STALINGRAD is a 
wonderfully addictive game. The impulse system 
forces players to be constantly on their toes. The 
Russian must make the all-important decisions of 
how to respond economically and effectively to a 
German move and when to pass to conserve his 
strength. The German must attack quickly, over- 
whelmingly, and successfully before the Russian can 
build impenetrable defenses. Above all, luck, in the 
form of a throw of the dice, can dramatically change 
the strategic situation. Overcaution can be as fatal 
as a botched assault. 

I really dislike playing the historical setup— both 
in this scenario and in the main game— because it 
leaves the Kuibyshev Sawmill much too weak. This 
area is the key to victory in both versions. By tak- 
ing the Sawmill, the Germans can cut off Areas 29 
and 30 and deal with them at his leisure. I will try 
to pull my units out of these areas as quickly as 
possible to shore up the Kuibyshev defenses. 

The German needs to take two riverside Areas 
besides Kuporosnoye to win. There is no way I can 
hold both Kuporosnoye and Kuibyshev. By trying 
to hold both, I will just be throwing away units, 
probably to an Overrun attack. I will give it up will- 
ingly. Two Interdiction Points and one Victory Point 
are no big deal. I will concentrate my defense in 
Area 3 1 and make a last ditch stand in 32 if need 
be. It will be hard for him to break through from 
the west to Areas 62 and 63; he has too far to go. 
A week can go by very quickly. 

My opponent is unpredictable. He usually tries 
bizarre strategies, and occasionally gets away with 
them. The options for sweeping movement are 
limited in this scenario though, so I am prepared 
for a slugging match. If I keep in mind that casual- 
ties don't determine victory, I'll win. My troops may 
not love me, but Stalin will. 

German; My "grand plan" is to sweep along the 
Volga from the south, bypassing Area 32 if the 
Russian defends it strongly. I'll mass my forces to 
crush Kuibyshev and then sweep around Minina 
Gully to isolate the Russian forces to the north. 
Meanwhile I'll keep those forces occupied with my 
armor from Areas 3 and 4. 



1 know from extensive experience that Jared is 
an excellent player. If I am to have a chance at taking 
the number of riverside areas necessary to win, I 
can only hope to roll well and perhaps execute a 
bizarre move or two to confuse him. He usually 
doesn't like it when I do that sort of thing— which 
is exactly why it's so much fun to do. I need not 
conserve troop strength since time is short; all-out 
assault will be the order of the day. 

The introductory scenario is like riding a carousel 
in an amusement park full of roller coasters. It 's 
OK, but it pales in comparison to the surroundings. 
By restricting play to just one of the four map 
sections, the overall scope and movement of the 
game suffers. The opportunity for strategic feints 
and quick movement of forces behind the front is 
lost, and the battle becomes more of a set-piece 
shooting match (which is far less interesting than 
the battle of maneuver offered by the overall game). 
Nevertheless, brevity is the most important factor 
in a Series Replay and therefore we've chosen the 
Sawmill scenario to give you a taste of what TPS 
is like. 

My other pre- game concern revolves around the 
players. Both were active in the "blind", pre- 
publication ptaytest and should be experienced with 
the game system. However, Jared "s reports were 
often so lop-sided in his own favor that they had 
to be dismissed lest they upset the curve. He won 
every game with either side and dominated play in 
his group — a veritable shark among the tuna. Such 
a mismatch does not bode well for an interesting 
replay, but at least the tuna got a break at start with 
four failed rubble rolls. 

Each move will be listed in abbreviated form as: 

[German/Russian Impulse] Units moved [area 
moved from] area move to [odds — attacker; 
defender, attacker roll/defender roll] [Casualty 
Points: units Killed or Retreated (Disruption Level)]. 
Any independent Impulse dice rolls are listed in 
parentheses. 



DAY, SEPTEMBER 13: 

EGl] 29th Div. Art. [1] vs 29 [8:7, 11/9] [3CP: 
R: 4-4-6, 1-2-4 (D4) to 31; voluntary R: 
2-2-4, 1-2-4 (Dl) to 31; attack rubbles 29] 

94th Div. Art. [28] vs 27 [9:5, 7/5] [7CP: 
K: 1-2-4; R: 1-3-4, 1-2-4 (D4) to 33] 

I'm taking advantage of the Opening Bombard- 
ment rule (20.4) to squeeze two artillery attacks into 
one impulse. This is a low risk way to flatten as 
many Russians as possible before committing 
troops. Unfortunately, I also flattened the buildings 
in Minina. 

[R3] Both units [30] to 31 

In accordance with my operational plans, I'm pull- 
ing in my outer defenses to strengthen Kuibyshev 
Sawmill, If I had left them there, you can bet they 
would have become mincemeat. The German attack 
actually helped my plans because I was able to 
voluntarily retreat units from Minina without using 
an impulse. As a bonus, he now has rubble to con- 



tend with on his perimeter. That makes up in small 
measure for my failure to get any pre-game rubble. 

Our inexperienced German betrays his lack of 
expertise immediately. Wasting a bombardment on 
Minina is foolish while SO many better targets 
abound. Aside from the daylight "ZOC" it inflicts 
on Areas I and 28, Minina has little value and its 
terrain (+3) is too strong to use as a kilting ground 
far Russian troops. Apparently the Russian agrees, 
because he forsakes the rubble it created and uses 
the attack as a form of free impulse to retreat all 
four of his units into the Sawmill while the three 
casualties inflicted required only one to exit. 
Kuporosnoye would have been a better target for 
the 29th 's Artillery as it would have softened the 
opposition in an Area the Germans need both for 
Interdiction and Victory Points. 

Attacking the Leatherworks with the 94th Artillery 
is a more reasonable tactic. Although the Sawmill 
is definitely the key to the scenario — and often the 
whole game as well—maximizing Russian casual- 
ties with bombardments in the + / TEM Areas is 
a viable strategy — especially inasmuch as it lessens 
the chances of creating rubble. Holding back the 
Stukas for later use is also the correct choice as it 
should hinder Russian movement and is in no danger 
of being phased out by an early nightfall. 

If the opening German move is less than inspired, 
the Russian riposte is at best curious. Using volun- 
tary retreats as a form of semi-free impulse is a vital 
Russian tactic, but here it is overused. Although the 
Russian is correct to reinforce the Sawmill (which 
is the key in his house of cards), doing so by com- 
pletely stripping the buffer between it and the 
German power in Area J is a mistake. At least one 
Fresh unit should be left behind to man the rubble 
in Minina and force the Germans to attack it again 
to remove its ZOC. Instead, he neutralizes the 
German mistake by handing him the very rubble his 
error created without opposition. 

If the Russian retreat was foolish, his opening 
move is moreso. Abandoning Kuporosnoye without 
a shot fired is highly questionable. Sure, Area 30 
can 't be held against a determined assault; but the 
idea is to make the Huns pay a price for their first 
Victory and Interdiction Points — in time, if not in 
men. By handing over Areas 29 aiui 30, the Saw- 
mill has no buffer between it and the German power 
in Area 1. The withdrawing Russians now defend 
the Sawmill with a disrupted strength of 5 instead 
of defending the buffer with a Fresh strength of 6 
and 7. And in the process of this pre-mature with- 
drawal, he has offered the Stukas a prime target 
at massed moving units. A far better move would 
have been a simple Pass to defend in place. If he 
had to reinforce she Sawmill now, better it come 
from the killing fields of the Leatherworks + 1 TEM 
than the +3 and + 4 TEM of Areas 30 and 29. 

Advantage: German, due to a terrible Russian 
strategy. 

[G3] All four units [A] to 1 

I'm concentrating my 29th Division for a push 
up the river. With my division together, I can get 
the maximum advantage from the Regimental 
Integrity bonus. 
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3 [R5] 1-2-4 [60] to 31 

Two 1-2-4 [60] to 32 

- This beefs up the defenses of Kuibyshev to the 
g 1 maximum ten units, and starts a second line of 
5» defense at Minina Gully in the same impulse. 

The German response to being handed the keys 

% to the city is to picnic on Hill 120. The opening day 

H is not the time for consolidating troop movements— 

that is best done at night. Never waste daylight and 

_= the opportunity to attack with air support. If you 

£ must think in terms of consolidation, at least move 

!? into Kuporosnoye. You can then consolidate the 29th 

on the next impulse and make a Ranged attack from 

<* 30 at 13:8. By consolidating in Area 1, the German 

ensures that the 29th Division — his strongest 

force — will strike no blows on the opening day and 

have to pay at least two MF before even coming into 

contact with the enemy when he does move. Almost 

anything would have been a better move. 

The Russian move is better, but flawed. Ten units 
in the Sawmill may be an over-reaction. If he's not 
careful, the German will bypass it altogether and 
catch him with a shortage of troops. The defense- 
in-depth is a good idea, but two units in 32 is waste- 
ful. The Russian cause would be better served if one 
of those fresh units were to appear in 33 or 61 in 
the morning. Two units exert no more ZOC than one. 
The Russian wins this exchange, but the German 
still enjoys the edge if he cares to use it. 

[GS] 7-6-6, 5-2-5 [4] vs 26 [9:5, 6/4] [6CP: K: 
2-3-4, 3-2-5] 

This diversionary attack, quite successful in its 
own right, should keep the Ivans guessing as to 
where my real thrust will occur. If I had rolled one 
higher, it would have been an Overrun. 

[R7] Pass 

Any action I take now would disrupt more of my 
units and weaken my defenses. Disrupted units are 

- easier to eliminate. 1 see no need for unnecessary 
sacrifices. I have retreated into a nice tight defen- 
sive circle easily. Three dead units is no problem 

<* at this point and reinforcements loom big tomorrow, 

g Although the Russian lost two units, I rate this 

~. move a toss-up and the German owes that to win- 

|. rung his third straight dice roll. Why attack 26 which 

§ the Russians will have to withdraw from anyway 

S if the Germans can penetrate 27? "Die 7-6-6 could 

| have hit the Leatherworks at 8:4, which matches 

? the casualty potential of the 9:5 vs 26, and the 5-2-5 

5 could still have hit 26 at 6:5 to shorten the line and 

6 cause more casualties. With ten units already in the 
Sawmill, the German should be flexing his muscles 
in the Leatherworks and looking to bypass 31, 

There is nothing wrong with the Russian ' 'Pass", 
although it shows how pre-mature was his commit- 
ment of the 272nd Regt. last impulse. He has very 
little left in the way of a mobile reserve. I'd have 
attacked into 26 just to keep the 24th's Armor at 
arm's length. 

The Russian won the move, but the German still 
holds an overall edge due to an 8:6 average Dice 
Roll advantage. 

[G7] All three units [5] vs 25 [J0:5, 7:11] [1CP: 
R: 2-3-4 (D4) to 34] 

This continues my diversion but exhausts my 
resources in this area of the board. 

[R9] 3-2-5 [25] to 32 

This unit was in danger of being cut off, so I 
pulled it back into a reserve position. By concen- 
trating my disrupted units I can take more Casualty 
Points as retreats instead of eliminations. Disrupted 
units can still hold an Area; dead ones can't. I have 
been using voluntary retreats (8.3554) to contract 
my lines. 

Another unimaginative frontal attack . . . was this 
guy in charge at Verdun? The German continues 
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to apply his superior force inefficiently— a mistake 
which will have to be paid for in the days ahead 
when Russian reserves arrive. Given the question- 
able strategy of attacking the Western areas, a more 
lethal blow could have been struck with the same 
force by attaching three Areas at once: 27 at 8:4, 
34 at 7:5, and 25 at 6:5. Such a move would also 
tie down all of the Russian 's remaining mobile 
reserves. 

The Russian demonstrates why the' German strategy 
is so poor — withdrawing from 25 before a strike into 
34 can cut him off. But why to Area 32 where he 
already has two units which will be fresh in the 
morning ? Surely a Fresh unit in 61 or 33 would be 
more useful. I'd also have been tempted to use the 
Russian Artillery to prevent an Overrun. The 
Russian must do a lot of passing in this scenario, 
and therefore Refit opportunities are not as scarce 
as in the overall game. The German dice roll makes 
it a moot point. 

Two poor moves, but the Russian finally wins a 
dice roll and makes the German error more glaring. 

[G9] Stuka vs 32 18:4, 6/7] [3CP; all three units 
<D4) to 33] 

Since the Stuka can attack only in daylight, I will 
use it against Minina Gully in the hopes of scoring 
some kills against the disrupted units there. 

[Rll]Fortify 31 (3) [Attempt fails] 

I could have used the extra fortifications at the 
Sawmill, but the dice aren't co-operating. The 
attempt also disrupts my last fresh units in 
Kuibyshev, thereby presenting Ken with only one 
defensive group should he decide to attack in his 
last daylight impulse. 

Given the current situation, the Stuka attack and 
target was probably the best move. Rubble in 32 
is less of a problem than in 31 and the expected 
casualties there are about as good as anywhere else. 
A strike in 27 in preparation for a possible night 
attack into 33 might have been my choice. 

The Russian move is either cocky, inspired, or 
foolish — maybe all three. By all normal standards 
of play, the fortification attempt is an impulse too 
soon as it removes the ZOC that prevents the 29th 
Division from entering the Sawmill in the fading day- 
light. Now, if I want to credit him with military 
genius I could convince myself that the Russian real- 
izes he is too strong in the Sawmill and, fearing 
being bypassed there, seeks to lure the German into 
committing the 29th into a battle for the Sawmill. 
Naaaugh . . . 

Chalk this move up for the German. 

[Gll]3-4-5 [28] to 29 [Day ends] 

Grabbing control on Minina will make future 
Rubble entrance attempts easier (14.4), and will 
allow me to leave Hill 120 safely without creating 
holes in my line. 

NIGHT, SEPTEMBER 13: 

[R3] Regroup D4 2^3-4 [34] 33 

This unit was a sitting duck where it was. By con- 
centrating my disrupted units in the same Area, I 
can Regroup them (8,27) all in the same impulse. 

Aargh! The last daylight opportunity is wasted by 
the meekest of moves. An attack into the Sawmill 
by the 29th at 13:5 would have an expected kill of 
four Russian units. Having waited this long to con- 
solidate the 29th, I suppose he might as well wait 
for tomorrow— provided he plans to bypass the Saw- 
milt. Attacking 31 in the morning when those eight 
disrupted Russian units will be Fresh would be 
grounds for court martial It is hard for me to believe 
tliat the sun has set and no Germans are on the river, 
despite being handed Kuporosnoye on a platter. Two 
precious daylight impulses have been squandered 
with petty movements. I hope consolidating the 29th 
gratifies the German because there will be blood 



to pay for the lost opportunities this day. Not only 
is the German strategy wrong, the occupation of 
Minina isn 't even handled efficiently. Why break up 
a 9-factor attack force in Yelshanka when the flak 
unit in B, the PAK unit in 2, and the PAK unit in 
4 are all idle? A horrendous move! 

The Russian regrouping is fine, but another one 
exists. With night falling, I'd return units in the Saw- 
mill to Kuporosnoye before the German sleepwalks 
and takes it accidentally. 

The turn — and the day — belong to the Russians. 

[G3] *-9-6 [B] to 3 (8) 

This move allows me to shift my entire 94th 
Division to Yelshanka without leaving a hole 
through Sadovaya Station. 

[R53 Regroup all six units [33] to 32 

Now I have an excellent second line of defense 
should Kuibyshev fall. 

Night doesn 't bring any better moves. 

The German move just undoes part of the damage 
done by his last move. Moving that flak unit into 
29 last time would have saved an impulse and left 
a 9-factor attack force intact. The "entire 94th" 
won 't be at Yelshanka because one of its infantry 
battalions is off guarding Minina. If he had been 
hammering 27, he wouldn 't have to worry about any 
hole at Sadovaya Station. This scenario is supposed 
to be Custer versus Sitting Bull, and here we are 
seeing the spectacle of Sitting Bull circling his own 
wagons. Attack before it's too late! There are plenty 
of round eyes across the river. A better move — need 
I say it— would be to finally take Kuporosnoye with 
that Flak unit. 

The Russian regrouping is even worse. Given the 
Russian strength in Kuibyshev, the German 's best 
chance to win now is to bypass both 31 and 32 and 
try for the Grain Elevator and Downtown Ferry 
Landing. Such a win is very possible with a good 
dice roll in 27 and a pinning attack in 31. The 
Russians would then have a mere handful of mobile 
units with which to respond. This game is still very 
winable with some luck, a long day, and the right 
moves. 

The Russian move was worse than the German 's 
— and on potential alone — / give the edge back to 
the German . . . if only he'll use it. 

[G5] All three fresh units [3] to 28 (4) [Night ends] 

With two full-strength Divisions in position, I am 
now prepared to crush Kuibyshev Sawmill. I will 
launch my attack at dawn. 



DAY, SEPTEMBER 14: 

Dawn: Russian Reinforcements see two 4-6-4, 
6-7-4 allocated to this sector. 

[Rl] Pass 

I'm prepared. Let him come. 

Uh-oh! The German 's comments reveal he is stick- 
ing to his original plan of attack. Having finally 
assembled his sledge-hammer force, he fully intends 
to break it on the anvil of Kuibyshev. A better move 
would have been to regroup the 94th in Area 3 and 
then hope to do the same with the 29th into 28 next 
time so as to pound 27 and better threaten the Saw- 
mill. As it is, the 29th 's infantry can 't even reach 
the Sawmill in the morning. Tsk, tsk. 

Given the arrival of dawn, the Russian "Pass" 
is appropriate. However, if he were facing me, this 
Russian would have wished he 'd moved some of 
those sitting ducks in 27 back to 33 and 61 where 
they'd be fresh now. 

Give the turn to the Russian by default— and now 
that I know the German 's intent, the game as well. 
Fortunately for the Germans, only three of the seven 
Russian reinforcements are allocated to this sector 
of the front. 



[Gl] 6-6-8 [1] to 28 

all other eight fresh units [1] to 30 

all nine units Range attack vs 31 [18:8, 1 1/9] 

[12CP: K: 4-4-6, 1-2-4; Rubble area; 

Overrun] 

all nine units now Range attack vs 31 [18: 1 1, 10/3] 

[14CP: K: four 1-24; R: 444 (D4) to 32; increase 

Rubble level] Counter-battery D Art 

Pretty good push by the 29th, eh? A total of 18 
Russian Casualty Points. The Recon unit is pretty 
good on its own; it will slip around to the west when 
it recovers its Fresh status. A distasteful side effect 
of my successful attacks on the Sawmill is the rubble 
I made of it — but you can't make an omelet without 
breaking eggs. I'll have to send the engineers in to 
clear out the rubble before the armor rolls in. 

[R3] Pass 

Gulp. The long-awaited attack on Kuibyshev was 
rather painful. I held my artillery back on his first 
attack because I expected an Overrun anyway, but 
committed it to the second to save a Casualty Point 
even though it cost me my artillery. Fortunately I 
had plenty of blood to spill. Now I know why they 
call us "Reds". 

In case you are wondering why I keep passing, 
imagine how much worse that last attack would have 
been if I had disrupted more of my units through 
unnecessary movement. I considered reinforcing 
Kuibyshev from the Leatherworks , but this would 
only lead to another Disrupted group tempting an 
Overrun. The Leatherworks is none too strong as 
it is with the 94th Division sitting on its doorstep. 

Aided by some great dice rolls, the German has 
had his fun with the assembled might of the 29th — 
killing six units in one impulse. Yet, this "won" 
battle may cost him the war. It is interesting to note 
that the first thing the German did with his consoli- 
dated 29th was split it up! Nevertheless, the 29th 's 
Recon will be almost as effective spearheading the 
94th and one must admire the results, if not the tech- 
nique by which they were achieved. Imagine the 
Russian '.* plight had that sledgehammer blow origi- 
nated from 28 and been delivered to 27 at 17:4 odds 
after pinning the Sawmill defenders with an infan- 
try attack. The entire Russian rear would have been 
laid bare with but four units to defend it. Equally 
important, there would be no rubble to slow down 
the German advance. 

The Russian non- response at this juncture is the 
correct move. Adding disrupted units to Kuibyshev 
now would just give the Germans a better target. 

Fate now favors the Germans 8.3:6.9 in the dice 
roll department and consequently has given them 
renewed hope. I remain skeptical because the 
German is now committed to attacking the Russian 
stronghold in Minina Gully for his fourth VP. 

[G3] All eight Fresh units in 28 Range attack vs 
31 [13:8, 6/7] f4CP: R: 2-2-6, 1-2-4 (D4) to 
32] 

Kuibyshev is almost clear, but I have little left 
with which to take it before night brings the Russian 
reinforcements. 

[R5] Pass 

One defender left in the Sawmill! At least Ken 
was nice enough to make a Ranged attack. This 
leaves Kuibyshev open so I can slip reinforcements 
in without having to attack him. However, I am still 
worried that he wiii send his last infantry battalion 
into Kuibyshev to accomplish this interdiction task. 
If he does, I will attack it with my 13th Guards 
arrivals. If I were to send a unit to Kuibyshev now 
it would be disrupted and thus easier prey for the 
last eligible German attacker. The three other re- 
maining German units are incapable of entering an 
enemy -occupied area. Therefore I pass. 

The German has played his last ace and now lies 
spent, unable to take advantage of the destruction 
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he has wrought. The Russian dilemma is illusory 
and can be made good by the arrival of his rein- 
forcements. Making a Ranged attack into the Saw- 
mill instead of a 12:8 infantry assault was probably 
the right decision — provided he follows it up with 
an infantry attack from Minina next impulse to force 
the Russian reinforcements to attack if they enter 
the Sawmill. Keeping the 94th intact in Yelshanka 
will allow it to combine with the 29th "s armor for 
another potent blow. Moving it into 31 would have 
forced the Russian to fall back into 33 where he 
should have been all along. Why force him to make 
the right move? 

The Russian ' 'Pass ' ' is acceptable, but given the 
German 's exhaustion a better move would be to 
finally abandon 27 for the superior defense of the 
Southern Railway Station. The first night impulse 
will have to be used to land reinforcements. 

This dice roll discrepancy bears watching. Let 's 
call it the "Fate Gauge". Currently, it reads 8:6.9 
for the Germans. As for the game, it is too close 
to call now. 

[G5] *-2-6 [2] to 30 (3) [Day ends] 

Move a 29th Division unit to Kuporosnoye in 
order to bring the forces along the river to the 
maximum allowed here and further concentrate my 
division. The day was short but sweet. At least I 
got my two big attacks in during daylight hours. 

NIGHT, SEPTEMBER 14: 

[R3] All three Reinforcements land safely in 62; 
4-6-4, 6-7-4 [62] to 31 

My reinforcements make life bearable. The 4-6-4 
at the Grain Elevator remains in reserve. 

No wonder Hitler had migraines. Area 31 had to 
be occupied this time — thus forcing the Russians to 
win a 7; 7 attack with his reinforcements. Now the 
Sawmill will defend with 12 in the morning instead 
of 8. He's even allowing the Russians the option 
to regroup therefrom Minina Gully. All of this could 
have been avoided by attacking with the 1111276 from 
29 at 4:7. Hell, with his luck, he might have even 
taken the area. 

As for the Russian move, the last 4-6-4 could have 
served his resent role better in 33 than in 62. 

Turn to the Russian, and with it he recaptures the 
edge in the game. 

[G3] Regroup 29th Artillery [1] to 28 (10) 

When this unit recovers its Fresh status, it will 
be in position for a bombardment. 

[R5] 1-3-4 [27] to 31 

Beefing up the Sawmill is more important than 
defending the Leatherworks. 

Having already made the mistake, the German 
seems determined to make it fatal. Moving the 276th 
into 31 now has far less benefits, but it still beats 
letting the Russians further reinforce the Sawmill 
unless ... if is still not too late to bypass 31. 
Regroup the 29th into Minina and hope for a long 
night. 

The Russian move is a good one except that he 
still refuses to see thai he should abandon the 
Leatherworks save for one unit and fall back Into 
the Southern Railway Station. 

Give the turn to the Russian and with it a tighter 
grip on the game. 

[GS] Pass (11) 
Nothing to do but wait for morning. 

[R7] Regroup 4-4-4, 2-2-6, 1-2-4 D4 [32] 33 
Now if the Leatherworks falls, I will have a 

defense to fall back on at the Southern Railway 

Station. 
PASS?,'? Just when 1 thought he couldn 't do any 

worse . . . Time is a precious commodity in this 

game. There is almost always something worthwhile 



to do with your impulse that improves your situation— 
especially as the German. Wfiat 's wrong with mov- 
ing the PAKin 4 to Minina to free that infantry unit 
to rejoin the 94th, inasmuch as you refuse to attack 
with it? 

As for the Russian; a round of applause for finally 
realizing that 33 should be occupied— even if he still 
refuses to do it with a fresh unit from 27. 

A strong turn for the Russian, a weak one for the 
German. The game continues to slip away from him. 

[G7] Pass (6) [Night ends] 

His regrouping will make things tougher in the 
morning, but I am powerless to stop it. Hurry up 
daylight! 

DAY, SEPTEMBER 15: 

Dawn: All three Russian reinforcements are allo- 
cated to this sector; two 4-6-4 and a 0-1-4 arrive 
on East Bank. Neither German reinforcement is al- 
located to this sector. 

[Rl] Refit Artillery attempt fails 

1 think the only reason for the Refit Artillery rule 
(15.34) is to give the Russian an alternative to 
passing. 

"Pass ' ' again , . . so little imagination. He could 
have moved the 276th to rejoin the 94th if he had 
moved the PAK last time. Or regrouped the 29th 
into Minina where it has more options. And now 
even his luck abandons him; alt Russian reinforce- 
ments and none of the German '$ are allocated to 
the south. 

'The Russian 's Refit attempt is correct. As he points 
out. Refit rolls are very prevalent in this scenario 
where the Russians have so few movement options. 
In the overall game, however, the Russian often 
wishes he had the opportunity for more Refit at- 
tempts. 

Turn and advantage to the Russian, 

[Gl] Stuka vs 27 [8:4, 8/7] [5CP: K: 2-2-5; R: 
*-3-5 (D4) to 33] 

This is a good opportunity to use my Stuka so 
that I do not miss the chance should night fall 
quickly. Jared now has a weak spot in his defenses 
that I should exploit soon, 

[R3] Refit Artillery Attempt fails 

Same comments as previously. 

Tfie Stuka never has to fly before the second im- 
pulse in any day, but at least he 's turning to the 
Leatherworks. That "weak spot" has been there all 
along, only it was a lot weaker before. Could it be 
that our German now pales at the thought of attack- 
ing the Sawmill 's stout defenses at 8:10? He could 
have attacked there at 8:6 had he moved the 276th 
into 31 to contest the Russian reinforcements. 
Coulda, woulda, shoulda . . . 

The Fate Gauge holds steady at 8:6.9 for the 
German; and with it some hope for victory. 

[G3] 7-6-6 [26] vs 27 [8:4, 8/12] Advantage [10/7] 
[7CP; K: *-3-5 AA; Overrun] 

Following up the Stuka attack to clear out this area 
and allow the 94th Division to turn the corner at 
Kuibyshev. The success of this attack, and the con- 
tinued heavy resistance in Kuibyshev have led me 
to consider abandoning my original plan of attack 
along the river, and instead, come in from the west. 

[R5J 3-2-5 [34] vs 27 [3:5, 10/10] [0CP: attacker 
(D4)] 

I threw a unit into 27 to keep the 94th Division 
from demolishing the Southern Railway Station. 
Now, even if he overruns my delaying unit in the 
Leatherworks he will not have enough movement 
to get into the Station. 

The German finally sees the tight, but it may be 
too late. He compounds his earlier errors by throw- 



ing away the Advantage on a non-critical attack for 
a rerolt. Now, when he does need it he won 't have it. 

The Russian response is both dangerous and 
necessary. The Leatherworks should be a scene of 
many battles, but not major Russian defenses. This 
is where the Russian armor should counterattack 
in piecemeal fashion to buy time for the stouter 
defenses in the Southern Railway Station. The 
Russian is now in danger of paying for his folly in 
not strengthening 61 and 33 earlier. Area 34 is now 
the weak spot in the Russian lines, and although 
the Germans don 't have a lot to exploit it, an Over- 
run there is very possible and would bring them 
nearly to the water 's edge. A window of opportunity 
is again being left open for the Germans. 

Call the turn a draw. The German waste of the 
Advantage is balanced by the Russian gaffe of mov- 
ing out of 34 without a prepared defense in 61. The 
Fate Guage now reads 8,3:7.6 for the German. 

[G5] All three units [25] vs 34 [10:5, 1 1/8] [8CP: 
K: 2-3-4, 2-2-5; Overrun] all three units [34] 
continue to 61 

Exploit the weak spot while hemming the enemy 
in. Now I have more freedom in choosing where 
to make my next main assault with the 94th 
Division. Two more riverside areas are now vul- 
nerable. 

[R7] 1-3-4 [31] to 63 

Had Ken not overrun Area 34 (he had only a 34% 
chance), my last move would have been an effec- 
tive delaying tactic. I made a mistake in not park- 
ing a couple of Disrupted units in West Stalingrad 
earlier. I was hoping that I would have some 
remnant of my force from 34 to retreat there and 
prevent just the kind of penetration he has made. 
You may wonder why I do not move a unit into 
Tsaritsa Woods to isolate the Germans who broke 
into West Stalingrad and prevent a further thrust 
into the Downtown Ferry Landing. Unfortunately, 
I have only five Fresh units left. At least three of 
them have to stay at Kuibyshev Sawmill if I want 
to have a chance of keeping it. The 13th Guards 
unit at the Grain Elevator slows movement into Area 
61 . As things stand, the only unit capable of reach- 
ing the Downtown Ferry Landing is his 6-6-8 Recon 
unit. By sending my 1-3-4 there first he has only 
a 55% chance of gaining control with such an attack. 
A move into the Tsaritsa Woods could be easily 
crushed by units of the 94th, and then I would no 
longer have a unit to move into the Ferry Landing 
if he manages another daylight turn, 

BINGO! Lady Luck continues to smile on the 
German and he responds with the perfect attack at 
the right time. Although 1 normally dislike using two 
armor units in the same attack, it 's getting kind of 
late in the day to hope for two attacks into 34. The 
Overrun is needed before nightfall, so the combined 
armor attack in this case is the right choice. I'd have 
felt a lot better about it though if the German still 
had the Advantage for a second shot at it. This was 
a spot worthy of its sacrifice. However, having made 
the perfect attack, our German now gels carried 
away and neglects to leave a unit behind in 34 to 
guard his rear. His thrust to the river can be cut 
off without even making an attack, ft is a foolish 
error. 

But the Russian is intimidated by the presence of 
the 94th Division poised to swat any counterattack 
and rushes to occupy the Downtown Ferry Land- 
ing instead. If he doesn 't cut off that breakthrough 
now he will have three Fresh German armor units 
poised to attack 62 and 63 in the morning. On the 
other hand, if he takes back and holds 34, they are 
harmless and will require extrication rather than 
pushing on to the Volga. ' 'He who defends every- 
thing defends nothing. ' ' The Sawmill can spare two 
units. To attack the Sawmill with enough force to 
take it, the German would probably have to abandon 
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the 24th Armor— he can 't do both at once with any 
prospect of success. So what if the 94th retakes the 
Tsaritsa Woods? That leaves that much less to attack 
Kuibyshev and the Russian can still move his 1-3-4 
to the Downtown Ferry Landing on the next impulse 
if the day continues. Need I say that all of this could 
have been avoided if any of the Russian hordes 
wasted in 32 had been left in 61 to prepare a defense 
in depth? 

The turn is overwhelmingly German, fortified fur- 
ther by an 8. 6:7. 6 reading on the Fate Gauge. The 
game is now the German 's to lose. 

[G7] 5-2-5 [26] vs 27 [6:2, 6/7] [3CP: K: 3-2-5; 
Overrun] (Day ends) 

This is a good opportunity to destroy a helpless 
unit, 

NIGHT, SEPTEMBER IS: 

[R3] All three reinforcements to 63 [one 4-6-4 and 
the 0-1-4 (D2)] 

That plugs that gap — although not as well as I had 
hoped, I wish the Germans would stop blowing my 
boats out of the water. 

And lose it he shall with moves like this. Attack- 
ing the Leatherworks does absolutely nothing to 
safeguard the rear of the 24th 's penetration. An open 
highway through the Southern Railway Station to 
34 still exists. The German should attack 33 with 
the Pioneers at 6:5 to plug that gap, or at least move 
his rear FLAK/PAK units to 34. And what 's wrong 
with moving thai 6-6-8 into 63 and taking that 55 % 
chance to win the area that the Russian offered? 
Even if it fails, it will further interdict the arrival 
of Russian reinforcements. The name of this game 
for the German is get to the river. 

The Russian landing site choice is perfect, 
although I'm sure he wished two of them hadn 't been 
disrupted in the process. The German continues to 
enjoy more luck than his play deserves. 

The turn goes to the Russian — although he is 
hanging on by his fingernails. 

[G3] 4-2-5 [28] 31 vs rubble [4:5, 10/6] [Clears 
one level of rubble] 

Always use engineers at night to clear rubble in 
preparation for the next day's attack. 

[R5] Refit Artillery Attempt succeeds 

Finally! I need that artillery to stiffen my defense. 
Ken still has a gap in his lines, but I can't spare 
any units to exploit it. I'm really getting clobbered, 
and for the first time doubt whether I can win. My 
attrition is too high, Kuibyshev iriay fall at dawn. 
The only thing saving me is Ken's errors. He doesn't 
seem to be willing to risk losing a battle. Every- 
thing has to be perfect before he will risk commit- 
ting his big divisions. This works to my advantage. 
In a game that lasts only a week, each hesitation 
buys precious time. He uses Ranged attacks so he 
won't risk being disrupted for an extra turn by 
entering the attacked area, which allows me to rein- 
force the area cheaply. Lastly, he used the Advan- 
tage unnecessarily and now it's mine. 

The rubble clearance attack in 3 J is an interest- 
ing choice, but not the best I fear. The German is 
relying too much on favorable dice rolls: although 
he 's getting them , that can 't last forever. As the 
Russian points out, his play is too conservative — at 
least for my tastes. In waiting to prepare an optimum 
attack, he gives the defense time to recover. I'd have 
preferred a night attack into 33 from 28 at 13:6 
which — with even dice — would have cleared 33 and 
left the Germans poised to strike into any of the four 
riverside areas. 

With the Pioneers in 31, the Russian no longer 
has freedom of movement in the Sawmill. To isolate 
the 24th, he must move the 4-6-4 from the Grain 
Elevator and through 33. To do that, he must first 
regroup from 63 into 62. That would be my move. 
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If dawn breaks soon after the Russian move into 34, 
it might hold long enough to cut off the 24th. 

The Fate Gauge climbs to 8.5:7.5, and with it a 
stronger hold on the game. 

[G5] All seven battalions of the 94th Division [28] 
to 27 (9) 

These units are preparing for a big assault in the 
morning while the Russians are still disrupted. I've 
abandoned my original plan to move up the Volga 
from the south since it seems to have stalled. If we 
can't go through me Sawmill, we will go around it. 

[R7] Regroup 4-4-4, 2-2-6 (D3) [33] 62 
Regroup *-3-5 [33] 32 

The defense of the Southern Railway Station is 
no longer important. Ken has won other avenues 
to attack all of my riverfront property. I left a unit 
behind just to inconvenience him since it was dis- 
rupted for the duration anyway. 

At least he's moving in the right direction, but 
I question the German 's reluctance to attack at 
night. I'd have moved all but the PAK unit from 28 
to 33 for a 12:6 attack. Even without an Overrun, 
they would still most likely have two more attack 
oppomtnites this week against their choice of VP 
areas. The German failure to block 33 while tem- 
porarily expending so many resources with a single 
move leaves the Russian with a glaring counterattack 
opportunity. 

As bad as the German move is, the Russian move 
is worse. Rather than stripping 33 to reinforce 32 , 
I'd be doing just the opposite. As long as 31 and 
33 stand, 32 is safe and the units there wasted. More 
importantly, had the Russian regrouped into 62 last 
time, he could now send the 4-6-4 from the Grain 
Elevator to 34 to isolate the 24th 's penetration. The 
German counterattack potential would be limited 
to a 6:6 by the Recon in 28 — which would leave a 
hole in the German lines at Yelshanka. It may still 
not be too late. Regroup now into 62 and if the Ger- 
man rolls > 8 the night wilt continue long enough 
to make the move next time. Instead he falls back 
to the river. What a lost opportunity! 

Two terrible moves negate each other. The edge 
still belongs to the German but the game can be won 
by either side with a bold move . . . if only they '11 
lake it. 

[G7] 5-2-5 [30] 31 vs rubble [5:4, 10/11] [OCP: 
attacker (D3)] 

Unfortunately the other half of my one-two 
Engineer punch failed to clear their rubble, 

[R9] Regroup 4-6-4, 0-1-4 (D2) [63] 62 

This consolidates my disrupted defensive groups. 
I can now spare the 13 th Guards at the Grain 
Elevator as a Reserve for next mm. 

The attempt to clear the rubble from the Sawmill 
is fine but doesn 't go far enough. Why not take 
advantage of the impulse to also consolidate the 29th 
Division in 28 for both increased striking power and 
greater mobility. The failure of his attack highlights 
the weakness of the strategy—relying on two low- 
odds attacks to open the way for so many units really 
smacks of putting all of your eggs in one basket. 
More importantly, the 24th is still being left out in 
the cold. Area 33 should be occupied before the 
Russian wakes up. 

The Russian move is perfect— although probably 
too late. Now if night hangs on just a little longer, 
the Isolation of the 24th is at hand. 

The Russian wins the move and even improves his 
lot on the Fate Gauge at 8.6:7.7. The German 
retains the edge, but he keeps asking for his hat to 
be handed to him. 

[G9] Pass (10) 
Hopefully the night will end soon. 

DR11] 4-6-4 [62] to 62 via 34 



This frivolous move, taking control of Tsaritsa 
Woods without changing my defensive setup and 
threatening to isolate Ken's armor in West Stalin- 
grad, will force him to respond with a frivolous 
move to break the encirclement. 

Incredible! Simply unbelievable. A "Pass"? What 
are the FLAK/PAK units in the rear doing? Are they 
on leave? Move them into 34 to save the 24th for 
crying out loud! Or into 30 or 27, or 61, to free 
their occupants to move forward. Anything but this. 
Sheesh! 

Be still my beating heart. Not only does the 
German hand the Russian the game on a platter, 
but the Russian hands it back to him after showing 
the German he could do it by moving into 34 and 
returning to the Grain Elevator! Maybe he thinks 
the German won 't bother to move a unit into 34 to 
free his armor. I'm beginning to doubt it myself. 
Had the Russian had the balls to remain in 34 while 
also regrouping into 33, the German would be hurt- 
ing. Next impulse is definitely the last night turn. 
The German would have no choice but to attack 34 
at 6:6 and in so doing leave Yelshanka ungar- 
risoned. 

Both moves are terrible. The German 's is worse 
because it is so obvious. It is easy to miss a good 
move in this game and such oversights can be 
forgiven — especially in the full game where the scope 
of play is so much larger. That 's why it takes balls 
to volunteer for a replay and let someone take pot- 
shots at you with the advantage of hindsight. 

[Gil] *-9-6 [3] to 61 via 34 [Night ends] 

I need to retake the Tsaritsa Woods that the 
Russians are too afraid to hold. 

DAY, SEPTEMBER 16: 

Dawn: Three of four Russian 4-6-4 Marines are 
given to the sector. Meanwhile, the German 3-2-7 
reinforcement arrives in B. 

[Rl] Pass 

Just waiting for the ax to fall. 

At least he retook 34. He still didn 't bother to pre- 
vent the same thing from happening again, although 
the opportunity will never be as ripe as the one just 
squandered by his opponent. 

The Russian "Pass" is the best move taken in 
quite some time. The allocation of three of the four 
Marines to this sector bodes ill for the Germans. 

[Gl] 3-2-7 [B] vs 33 [4:4, 12/6] [6CP: K: 1-2-4; 
Overrun] 

Another opportunity to kill a helpless Russian and 
get my reinforcements into the fray. 

[R3] Pass 

Ken's luck continues unabated and the storm is 
just starting. 

Well, at least I can stop ranting about blocking 
33 to protect the 24th. A long overdue move; but 
the German will have to get bolder than that. Time 
is on the Russian 's side now. Three potent reserves 
will cross at night and eight disrupted units are due 
to return to Fresh status in the morning. The Ger- 
man strength is at its zenith. He must strike today- 
hard and often. A four-factor attack is not my idea 
of striking hard. He can 't afford to wait for his 
Artillery and Stuka on the 17th— but it looks like 
that is exactly what he is doing. 

The Russian move is the better move (or non- 
move) of the two, but the Fate Gauge continues to 
climb: 8.8:7.6. How long can his luck hold? Give 
me chits anyday. 

[G3] 7-6-6, 5-2-5 [27] vs 32 [9:5, 9/7] [6CP: K: 
1-2^; R: 1-3-4, 2-3-4, two 1-2^ <D4) to 62] 

The enemy has suffered another crushing defeat 
and permitted the occupation of a riverside area. 
Soon Minina Gully will be mine 



[R5] 4-6-4 [62] vs 33 [4:5, 8/7] [OCP: attacker 
(D3)] 

Note the advantage of consolidating disrupted 
units. I absorbed four Casualty Points from his last 
attack by retreating units that were already dis- 
rupted. And they can do it again if the need arises. 
Even a disrupted Guards unit can be a potent 
defense. After my last move, Ken will have to fight 
to bring home his attack on Minina Gully. I was 
hoping to get lucky and clear out the wimpy German 
presence in the Southern Railway Station and 
actually isolate the Germans in Minina Gully! 

Area 32 is a good target choice lest all those dis- 
rupted units come back fresh tomorrow, but why 
only a two-unit attack? Committing the 94th Divi- 
sion's infantry would have added another five 
Casualty Points. The 94th 's PAK should be dropped 
off in 33 to guard against a Russian counterattack. 

Apparently the Russian agrees because that 'sjust 
what he does— but without conviction. If 33 is a good 
enough target to attack with a Guard unit, it's 
important enough to win. The Russian should have 
thrown in his Artillery for an even-odds attack. The 
Russian should not be so smug about his consoli- 
dated disrupted units. Those retreated units were 
due to become fresh in the morning. In addition, 
if one of them had been in 61 yesterday he wouldn 't 
be in his present fix. 

The Russian move is the better of the two but can 't 
compete with the German luck, which holds the Fate 
Gauge steady at 8.7:7.6. The game is still the 
German's to lose. 

[G5] *-4-7 [4] to 28 (5) [Day ends] 

It is senseless to leave this unit where it is. Mov- 
ing it to Yelshanka will free the 29th Recon for more 
important, aggressive action elsewhere. 

NIGHT, SEPTEMBER 16: 

[R3] Reinforcements to 63 safely; all three 4-6-4 
[63] vs 33 [8:4, 7/8] [3CP: K: 3-2-7; Over- 
run] Counterbattery disrupts artillery 

Thank God for the night. Getting all of my rein- 
forcements ashore intact allowed me to attack with 
them in unison and preserved the Regimental 
Integrity bonus, which was just enough to score the 
Overrun, This not only isolates the Germans in 
Minina Gully but reopens a path to reinforce 
Kuibyshev. 

This Von Pautus should be a private in the 
Fuhrer's Honor Guard. The Russian demonstrated 
last time how precarious his supply line was to 
Minina Gully, and yet he wastes precious daylight 
making a frivolous move that could have been done 
during any of his previous passes and leaves the 
Southern Railway Station fully exposed to a Russian 
counterattack. Does he think he '11 never lose a dice 
roll? 

The Russian is not blind after all. He makes the 
perfect response and hands Jerry his walking 
papers. The German does not deserve to win— and 
this move probably ensures that he won 't. 

The Fate Gauge holds steady at 8. 7: 7. 6— but the 
turn belongs overwhelmingly to the Russian, and 
with it he reclaims the edge in the game. 

[G3] 6-6-8 [28] to 27 (10) 

The Minina Gully force is isolated and must be 
rescued before attrition sets in. However, the relief 
force will have to wait for daylight. The 29th Recon 
is in a position to attack with the 94th on the next 
day, is closer to the action, and the option of a two- 
pronged attack sometime in the future is available. 
The only Fresh Russian units that would be able to 
achieve the Tsaritsa Woods are busy defending the 
Downtown Ferry Landing, so there is no pressing 
need to place a defensive unit there. 

[R5] Regroup 4-6-4 (D4) [33] 62 



This consolidates ray disrupted groups for next 
turn as (he Marines will be Fresh in the morning. 

Given the self-inflicted noose his neck now 
occupies, the German move is fine, although he 
continues to underestimate the Russian capacity to 
counterattack through 33 to Tsaritsa Woods to 
isolate the 24th. 

The Russian move is likewise satisfactory — but a 
better one exists. By regrouping one of the Marines 
to 62 also, he could then regroup it to 63, and if 
the night continues he could then retake Tsaritsa 
Woods with the 4-6-4 in 63 (or least threaten doing 
so). Isolating the 24th now when it is Fresh is not 
nearly as effective as when it was briefly disrupted, 
but it is still worth considering because it will buy 
time and that commodity is running out for the 
German. 

[G5] Regroup both Artillery [28] 27 (9) 

The Artillery is now safer and in position to bom- 
bard either the Sawmill or the Railway Station. 

[R7] Regroup all four (D4) units; 4-6-4 (D3) [62] 
to 63 

Now my two Fresh units at the Downtown Ferry 
Landing are free to leave should I need them as a 
reserve. 

Again no complaint about the German preparations 
—standard fare for so conservative a player— other 
than that I find it ironic that he now contemplates 
bombarding 33 with his precious Artillery when the 
area was his for the keeping a few impulses ago but 
he couldn 't be bothered to reinforce it. Lost oppor- 
tunities always come back to haunt you. A night 
attack into 62 and 33 with a pair of infantry units 
would have been better. The goal was not to produce 
casualties, but to pin the Russian Marines in 33, 
and gain an Interdiction Point for proximity to 
hamper the arrival of further Russian rein- 
forcements. 

The Russian move is fine, but my previously men- 
tioned plan to regroup one of the Marines twice 
would have been better, as it would leave a fresh 
4-6-4 in 63 should he get rambunctious. It is always 
best to have at least one Fresh unit in an Area to 
cut down opposing movement options. 

[G7] Pass (9) 

Night is for resting. 
[R9] 1-3-4 [63] to 33 

4-6-4 [63] vs 31 [4:5, 10/6] [3CP: K: 4-2-5; 

R: 5-2-5 (D4) to 30] 

I sent the 1-3-4 to the Railway Station in antici- 
pation of moving the Marines there to Kuibyshev. 
I finally get some luck and clear out Kuibyshev. If 
Ken doesn't react I'll be able to slip the Marines 
in there tomorrow and he'll never take it. I again 
think I can win now. 

No, ' 'night is for doing the frivolous movements 
you do in the day ' '. You 'II have plenty of time to 
rest in a ROW camp. 

The attack on 31 bears unexpected fruit. Could 
fate be changing her mind? The German will have 
to abandon his conservative ways and make a night 
attack to prevent the Sawmill's reinforcement if he 
still plans to take it. 

[G9] 7-8-6, 5-5-7, 6-6-6 [61] vs 62 [9:8, 8:3] 
Russian uses Advantage 
[3/7] [OCP: attacker <D4)] (Night ends) 

Lady Luck lured me on, then slapped me. I have 
a foothold in another riverside property, but this may 
not be enough to hold it. 

DAY, SEPTEMBER 17: 

Dawn: Isolation — 1 marker placed on Germans in 
32. Only one of four Russian reinforcements is 
allocated to the sector; the 3-3-4. 

[Rl] Refit Artillery Attempt fails 



I had to use the Advantage Chit to force a reroll 
or be left with only one disrupted unit in the Grain 
Elevator. Fortunately, the reroll went my way or 
I'd be in trouble. Let's hope it has changed my luck. 
As usual, I refrain from disrupting my units in day- 
light so I try to refit the Artillery. 

Consider the possibilities had the German inter- 
dicted 33 and 62 last time as I suggested. In this 
impulse, in all probability the last night opportunity 
of the 1 6th. two Regiments of the 29th could have 
moved to 61 where they would add eight factors to 
the ten of the 24th. The Downtown Ferry Landing 
could have been attacked at dawn at ! 7:6. An even 
exchange of dice rolls would have overrun the area 
and left this massive force free to repeat the blow 
on the Grain Elevator the next day. An II -factor 
blow from the 94th and three artillery/Stuka bar- 
rages would also be available. As long as the 
German pinning units remained in 33 and 32, the 
Grain Elevator could be reinforced only from across 
the Volga and in the face of five LP. This game could 
still have been won. 

The Russian decision to return the Advantage was 
certainly correct given the outcome. The reroll 
should win him the game, although he is not entirely 
out of the woods if his lucky opponent can summon 
a few more big dice rolls. The Fate Gauge still 
registers an 8.3:7.4 German edge. 

[Gl] 94th Artillery vs 31 [9:10, 11/11] [OCP: in- 
creases rubble] 

And me without any Engineers left to clear the 
rubble . . . 

[R3] Successfully refits Artillery 

This success brings my Refit rolls up to an aver- 
age performance. My defenses are looking real 
good. I should be able to sit tight and hold on to 
what I have. The Germans are even helping me dig. 

The German has made his bed. fie is now reduced 
to negative attacks and hopes of a big dice roll 
differential. He's already been luckier than he 
deserves to be. Russian inactivity is all that is need- 
ed. All he has to do now is avoid shooting himself 
in the foot. God knows there are enough German 
toes lying around. 

[G3] Stuka vs 31 [8:6, 7/5] [4CP: K: 4-6-4] 

Since the use of the Stuka is limited to daylight 
hours, I need to use it now before I lose the chance. 

[R5] Pass. 

Is that the best you can do? 

Kuibyshev is the wrong target. It is still not too 
late to win. Put a pinning unit in 33, use the Stuka 
against 62 's Disrupted units at 8:6, and move every- 
thing possible to 61 to hit the Downtown Ferry Land- 
ing tomorrow. 

The Russian Pass is adequate versus this German. 

[G5] 29th Division Artillery vs 31 [8:10, 7/9] 
[OCP] 

I guess it's time to give up on the Sawmill. Lousy 
dice! 

[R7] Pass 

What happened to that vaunted German luck? 

The German has no gripe about his luck. He has 
rolled 226 in 27 tries for an 8. 4 average (1. 4 above 
normal) while the Russians rolled 208 for a 7. 7 aver- 
age. The problem is not the dice— it is the guy throw- 
ing them. 

[G7] 6-6-8, two 3^-5, four 2-3-5 [27] vs 33 [14: 10, 
7/10] German employs Advantage [7,7] [4CP: 
R: 4-6-4, 1-3-4 (D4) to 62] Counterbattery fails 
(Day ends) 
What happened to my luck? Actually, I can't com- 
plain too loudly. But I did need one last good throw 
to give me a chance at victory tomorrow. That's 
why I sacrificed the Tactical Advantage chit. 
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NIGHT, SEPTEMBER 17: 

[R3] Reinforcement to 3 1 returns to East Bank (D2) 

Lady Luck has abandoned you for a more worthy 
master. This is a fitting move on which to close this 
little tragedy. Of the five areas still in Russian hands, 
the German elects to use his last dwindling strength 
attacking the only one that won't yield Victory 
Points. It is the worst of the available choices and 
gets the fate it deserves, 

EPILOGUE: 

In the remaining two days the German is unable 
to take another Area and loses one of his isolated 
units in Minina Gully to starvation. 

This replay was certainly entertaining in that it 
showed us a little of everything the game has to offer: 
breakthroughs, isolation, even rubble clearance. 
However, the level of play was what I'd expect from 
relative newcomers — not blooded playtesters. The 
German 's play was overly conservative and grossly 
inefficient. He allowed his strongest and most mobile 
force (the 29th Division) to lie idle most of the time 
staring at the defenses in the Sawmill — totally 
isolated from the rest of the battlefield. Just as bad, 
he showed us nothing of what can be accomplished 
by German use of pinning attacks to restrict Russian 
movement. Instead, he blundered slowly ahead with 
massive frontal attacks against prepared defenses. 

The Russian play, although considerably better, 
displayed numerous errors that the German Jailed 
to take advantage of, and therefore was able to pre- 
vail despite a significant shortfall in the luck 
category. 

Nonetheless, this replay has provided us with an 
excellent vehicle to discuss the strategy and tactics 
of the game while witnessing the many changes of 
fortune which so typifies its play. It also demon- 
strates why game developers have to rely principally 
on their own instincts when judging "blind" play- 
test reports. The level of play varies remarkably from 
group to group; if the majority of test results reveal 
that side X is kicking butt white I am winning handily 
with side Y, I have to question the level of expertise 
of the testers. A game that appears imbalanced the 
first time may prove to be balanced (or even favor- 
ing the other side) with improved play. _A_ 



GENERAL INDEX 
1964-1989 

Updating the previous effort at listing every 
article and author in these pages, the new 
16-page Index of The GENERAL brings 25 years 
of continuous publication into sharp focus ."From 
the AH Philosophy to the contests, from our 
Series Replays to those excellent gamers featured 
in the "Meet the Fifty", every important facet 
of wargaming's oldest periodical is divided for 
ready reference by those interested in a specific 
game. The major portion of this new index is 
devoted to a game-by-game listing of every 
article that has appeared in these pages since the 
early enthusiasm of this hobby flared in the 
1960s. Whether for the aficionado of a particular 
Aval on Hill or Victory Game seeking every 
word printed on it by the experts, or for the 
collector looking to insure that his AH collec- 
tion is complete, or simply for the gamer want- 
ing a new (though old) idea for winning, the 
GENERAL Index is a must. The GENERAL 
Index is available now for $5.00 direct from 
The Avaion Hill Game Company (4517 Harford 
Road, Baltimore, MD 21214). Please add the 
usual 10% shipping and handling to your pay- 
ment (20% for Canadian; 30% for overseas). 
Maryland residents please add 5% state sales tax. 
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FIND THE 




AND SAVE 




For 2000 years, the High Kings ruled 
Tagor-Dal. They were mighty, wise and just. 
They were the Masters of seven magical 
staves that drove away evil, cured diseases 
and brought comfort to their people. But 
the Black Sorcerers of Malokor grew 
increasingly evil. When they struck, the 
kingdom fell quickly and the staves were 
presumed taken, destroyed or lost. 
Legends of the Lost Realm begins after 
300 years of the Sorcerers' evil rule. Tagor- 
Dal endured without hope until a rumor 
began. Not ail the staves had been 
destroyed! One is believed hidden 
somewhere deep within the walls of a 
citadel. Its halls are filled with peril for the 
unwary. Traps and enemies await your 
journey through the treacherous maze. 
Become strong, find the first staff, and 
save Tag or- Da I. 




Legends of the Lost Realm — ready to run 
on Macintosh computers with 80DK drive. 
For 1 to 6 players! Available wherever 
computer games are sold, or direct from 
Avalon Hill. $39.95. (If ordering direct, add 
postage: 10% USA; 20% Canada, Mexico; 
30% foreign.) 

microcomputer games division 




The Avalon Hill 
Game Company 



A MONARCH AVALOH. INC. COUPAMV 

4517 Harford Road, Baltimore. MD 21214 
301 254-9200 • For ordering, call Toll Free 1 800-999-3222 
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For Today ... 
and Tomorrow 



BY DONALD S. BURDICK 



In my last column, I mentioned some of the 
advantages of play-by-electronic- mall as a 
means of conducting AREA matches. This time 
I would like to expand, on that topic by includ- 
ing some Information that may help you get 
started with PBEM. The first two things you 
will need are a computer and a modem. That's 
it for the hardware. Next, you must subscribe 
to a service that has an electronic mail facility. 
Two commercially available services are GEnie 
and CompuServe. Finally, you need an oppo- 
nent. That could be a problem, for they will 
need the above also, but It will get easier aa 
electronic mail becomes more commonplace. 
In the meantime, feel free to contact me at my 
GEnie address (D.S. BTJEDICK). I'll be glad to 
serve as a clearinghouse until better arrange- 
ments can be made. 

There is an alternative to the commercial 
services which may be more convenient for 
some of you, especially if you have academic 
connections. Universities and research organi- 
zations around the world are linked together 
in a series of e-mail networks. Don Pirot 
(DPIPJ7r@UALTAVM.BrmET) has utilized this 
linkage to PBEM several wargames— including 
LEE VS. GRANT. Don serves the clearinghouse 
role for members of AFTKS who want to use 
Bitnet to play, but he welcomes contact from 
non-AHIKS gamers also. You can also reach 
me on this system (DSBURD@DUKEMVS. 
BITNET), 

On other fronts, there has been progress in 
the preparation for ladder tournaments in 
WATERLOO and ANZIO. The WATERLOO 
ladder is almost ready to go and could be 
underway by the time you read this. The 
ANZIO ladder is not quite as far along, but it 
too could be started. Rules for the D-DAY 
ladder are in place, so it can begin as soon as 
my final-round match with Kevin McCarthy 
is settled. Initial response to the announce- 
ment of a STALINGRAD ladder tournament 
have been encouraging, but it's still too early 
to say how many will participate; I should 
have the Round 1 pairings for you in my next 
installment. The games of that match are cur- 
rently in Weeks 14 and 16. Counting BATTLE 
OF THE BULGE, that makes five ladders open 
to AREA members looking for a challenge. It 
is still a bit too early to apply for inclusion in 
the D-DAY ladder, but members can apply 
right now for any of the other four by writing 
Don Greenwood at Avalon Hill. 

In the personal sketch department, my plan 
was to start with the current AREA cham- 
pions. That of David Kopp, the STALINGRAD 
champion appeared last time, and I have re- 
quested information from some of the others. 
Unfortunately, it hasn't arrived yet and the 
deadline for this Installment is imminent— 
so I'll just have to tell you something about 
myself. I teach statistics at Duke University. 
I have three grown children, and a wife who 



has learned to tolerate my war gaming hobby. 
I am 53 years old and have been gaming for 
24 of them. Other interests include singing in 
a choir and fooling around with my home com- 
puter. The games I most enjoy are D-DAY, 
1776, STALINGRAD, BULGE '81, AFRLKA 
KORPS, ANZIO and WATERLOO. I also have 
some AREA experience in RUSSIAN 
CAMPAIGN. 

I entered the AREA tournaments in both 
BULGE and D-DAY. I would have liked to enter 
more, but two was all I could comfortably 
manage. I won all of my preliminary round 
games in both tournaments. The BULGE 
tournament had a full five sections in the 
preliminary round, but three of the winners 
had to withdraw from competition in the final 
round, leaving the crown to be settled by a one- 
game match with Frank Peterson— which I 
won. The preliminary round of the D-DAY 
tournament had only two sections. The section 
won by Kevin McCarthy took a long time to 
finish, and consequently the final round two- 
game match between us is still in progress. 

On the whole, the tournaments were a posi- 
tive experience for me, but they also had their 
problems. The most serious was the length of 
time it took (and is still taking) to complete the 
matches. It was clear to me that the time- 
control system had not functioned as intended 
and could stand some improvement. That is 
why the chess clock system was incorporated 
into the rules for the BULGE and STALIN- 
GRAD ladders. Based on experience so far in 
the BULGE competition, it seems to be work- 
ing fine. 

Again, I'll encourage all members of the 
AREA to pass along news of their gaming to 
me for inclusion in this column. The ' 'AREA 
News" is what you make of It. 
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AREA MEMBERSHIP 

AREA is an acronym for the "Avalon Reliability, 
Experience and Ability" player rating service. It 
draws its name from The Avalon Hill Game Com- 
pany which originated it, maintains it, and whose 
games form the medium of its competition. The 
system, after a dozen years of operation and a recent 
overhaul, is quite simple in concept — winners and 
losers in postal matches (or, less commonly, face- 
to-face games) exchange points based upon their 
relative standings. The AREA Code of Conduct 
governs all possible realms of conflict (other than 
that upon the cardboard battlefield). One-time 
membership dues are S6.00. For those interested 
in learning more about the AREA, a flyer contain- 
ing copies of the several articles that appeared in 
Vol. 25, No. 2 offers in-depth information on the 
ratings system and its regulations. This is availa- 
ble free upon request from Don Greenwood, cVo 
Avalon Hill. 



THE FORGOTTEN YEAR 

PANZERBLITZ Situations for 1942 

By David Howery 



29 



No doubt about it, 1942 was an exciting year. And 
a turning point in the history of the world. Rommel 
was stopped at El Alamein; Japan lost the initiative 
in the Pacific at Midway. And, central to the cause 
of the Allies was Stalingrad, where the Wehrmacht 
lost the best part of an army and their Russian front 
was torn asunder. 

The year began with the German army fighting 
for survival in front of Moscow. The Russian winter 
offensive was taking a heavy toll of their men and 
horses. The Wehrmacht had to cope with partisans, 
as well as the fresh reinforcements pouring in from 
the Far East. But as spring came, the Russian attacks 
faltered; and the Germans launched their own 
massive offensives in the summer. Striking in the 
south, the German forces charged over the River 
Don, grabbing at both Stalingrad and the Caucasus. 
In the end, they held neither. In late fall, the 
Russians launched the pincer attack which trapped 
the 6th Army in the ruined city. As 1943 began, 
the German army was again fighting for survival— 
but this time there would be no resurgence. The war 
had turned against Germany in the East. 

Although the battles of 1942 can provide many 
interesting tactical situations, PANZERBUTZ alone 
is not sufficient to recreate them; thus the period 
has been mainly ignored by scenario designers. 
However, with the counters given in the game, and 
the counters originally provided with Ramiro Cruz's 
"PANZERBLITZ 1941" (hereafter, PB 1941, 
found in Vol. 13, No. 3 of The GENERAL), and 
a few odd counters as described, actions from this 
pivotal year can be simulated. The following is a 
brief overview of the counters necessary: 

Infantry: All counters given in the game are used, 
including cavalry forces and CPs, 

Towed Guns and Mortars: The Russians may use 
all units except the 57mm anti-tank gun (not in 
service until 1944). The 152mm howitzer from 
PB 1941 is also needed. The German player may 
make use of all types given in the game. The 
37mm anti-tank gun from PB 1941 was discon- 
tinued in early 1942 in the Wehrmacht, but was 
still in use in some minor Axis units. New 
counters in this category are the 75mm, 105mm 
and 150mm howitzers; these are not found in 
this game, but may be adopted from PANZER 
LEADER where they appear in German colors. 

Transport: Both sides may make use of all the types 
provided in the game. However, the Russian 
halftrack was so rare, it should be restricted to 
Recon battalions (as noted in the "Designer's 
Notes"). 

Self-Propelled Artillery: The Russian player has one 
new unit available not found in any countermix 
heretofore: the M- 13 Katyuska rocket launcher. 
The M-13 has the same movement penalties as 
a truck. The German Wespe first entered service 
in late 1942, and should be so restricted. No 
other SPA are available. 

Armored Cars: The German 234/1 in the game can 
be used to represent the 231 model extant in 
1942; both were very similar. No other AC are 
available. 

Assault Guns: Only the German player will have 
these. The SG ni from PB 1941 will be needed 
for any early-year situations. The StuH 42 from 
the game is available in the latter half of the year . 
No other Assault Guns are available, since the 
Russian KV2 (from PL 1941) was discontinued 
in 1941. 



Tank Destroyers: The Russian SU 76 is available 
in the second half of the year. The German Pzjg 
47 from PB 1941 was in service through the 
winter months of early 1942. By summer, 
though, they were replaced by the Marder and 
STG IJJ75 present in the published game. 

Tanks: Some say that 1942 was the year of "tran- 
sition" for the tank. The Russians did away with 
the BT5, BT8, T60, T28 and T26B; all of these 
were available only in the first months of the 
year. The KV1 (from PB 1941) and T34c are 
available all year long. The Germans have the 
Lynx (Pzkw II) available throughout. For the 
early winter, the Pzkw Ilih and Pzkw IVd (PB 
1941) are present. Beginning with the summer 
offensive, the Pzkw HIj Special and Pzkw IV 
Special become available; the inj and IV are both 
found in PANZER LEADER (although only two 
of the former are provided therein, so players 
may have to craft more) . The minor Axis pow- 
ers made use of the obsolete PzKw 38, which 
was very similar to the PzKw in from PL 1941 , 
so that counter may be substituted. Finally, the 
ever popular Tiger I is available in the final 
months of the year. No other tanks are available. 



Attack Factor 



Weapon's Class 



Defense Factor 




Range Factor 



Movement Factor 



As for the situations themselves, a word on the 
history of each action should serve to give players 
some basis for play . I don't claim that these are exact 
simulations of the specific battles; but they are 
representative of the given time and place. These 
situations have been designed for fun and balance, 
rather than slavishly copying history: 

Situation I: By January 1941, the German Army 
was clearly on the defensive. Russian counterattacks 
threatened to encircle Army Group Centre. Hundreds 
on both sides were dying in the bitter cold. The road 
from Roslavl to Yukhnov was a vital supply route 
for the German 4th Army. The 10th Motorized 
Division had drawn the responsibility of securing 
the road southeast from Yukhnov. Throughout 
January, disjointed Russian forces tried to cut 
the road. Partisans came out in droves. Russian 
cavalry, ski troops, paratroopers and even regular 
infantry units attacked— often in cooperation with 
the partisans — small German detachments. The 
fighting was as savage and bitter as any. Eventually, 
German convoys could only move with heavy 
escorts. In spite of the heroic efforts of the 10th 
Motorized, Russian troops did manage to cut the 
road in several places. On 3-5 March, the 10th 
finally had to retreat across the River Urga. Their 
position was a poor one, and the Germans barely 
held it. Eventually, however, the thaw arrived and 
doomed the Russian supply system of sledges and 
skis. 

Situation 2: The German summer offensive opened 
with both tactical and strategic surprise paralyzing 
the Russians. The Russian command had expected 
the Wehrmacht to attack towards Moscow again, 
not to the south. Even worse, the Russian armies 



in the Ukraine had been weakened by an abortive 
attack on Kharkov in May. The Germans simply 
rolled over the enemy in their path, tearing open 
a huge gap between Kursk and Kharkov , and drove 
to the Don with little to slow the advance. Russian 
counterattacks at this stage were piecemeal affairs, 
badly coordinated and easily brushed aside. But, 
once STjWKA realized fully what the German in- 
tentions were, they deployed massive reserves to 
blunt and stop the summer advance. 

Situation 3: As the panzers thundered on toward 
Stalingrad, the infantry of the German 2nd Army 
protected the exposed northern flank between Orel 
and Voronezh. The Red Army tried several times 
to penetrate this line, but their attacks were disor- 
ganized and ultimately failed. The Russian attacks, 
however, did cause some concern among the German 
High Command, which was tempted to hold back 
the armor to support the infantry formations. But 
in the end, the attacking Russian 5th Tank Army 
was nearly destroyed due to fuel shortages, poor 
communications, internal disorganization and 
German attacks. 

Situation 4; As the savage street-fighting continued 
in Stalingrad, the 14th Panzer Corps took up posi- 
tions on the hills north of the city. The Russians 
quickly moved the 1st Guards Army onto heights 
across from them, leaving an expanse of flat, open 
fields between. The Guards were then launched in 
a series of disastrous attacks, all of which failed. 
Finally, the 66th and 24th armies were joined with 
the Guards and all three hit the corridor, covered 
by heavy artillery barrages. But the 14th, though 
pressed, was saved by its own artillery which broke 
up the massed Russian formations with accurate fire. 

Situation 5: What need be said? The famous 
Russian counterattack around Stalingrad was bril- 
liantly executed. Not only did it take the German 
High Command by surprise, but the initial blows 
on both flanks fell upon Rumanian armies, badly- 
led and poorly -equipped. North of the city, Rokos- 
sovsky's 5th Army stormed out of their positions 
around Kremenskaya and smashed into the thin lines 
of the Rumanian 3rd Army. The Rumanians put up 
stiff resistance at first, but were simply over- 
whelmed. Some formations fled the debacle at mid- 
day (even leaving their artillery intact for the 
Russians to capture). In truth, the Rumanians had 
little chance against the powerful forces massed 
against them, and saving men from capture was 
more important to their commanders than futile last 
stands. [The German equipment given in the situa- 
tion was not what the Rumanians actually had, but 
it is inferior enough to represent them adequately.} 

Situation 6: With the German 6th Army trapped 
at Stalingrad, the 4th Panzer Army was given the 
task of opening a corridor to it. In fact, it was 
planned for the rescuers to drive within twenty miles 
of the 6th 's lines, due to the severe fuel shortages 
inside the Russian ring. The 4th attacked in the 
Kotelnikovski sector and fought their way 30 miles 
to the River Askay. But at this point the Russians 
launched several spoiling attacks in other areas, 
forcing the German command to divert troops from 
the 4th Panzer to block these thrusts. After a series 
of intense struggles along the Askay, the Germans 
were forced to retreat. The rescuers had come within 
35 miles of the trapped 6th Army, but it was all in 
vain. One month later, the 6th was gone. The year 
1943 opened with a retreat from which the Wehrmacht 
never recovered. 
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1942 
Situation 1 



Map Configuration 



RUSSIAN INTERDICTION OF THE YUKHNOV ROAD (18/1(42). Units 
of the German 10th Motorized Division protect the supply route 
against cavalry, partisans and units of Boldln's 50th Army. 
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RUSSIAN FORCES 




Local Partisans, supported by tank and cavalry elements of the 50th 
Army, The partisans (the Recon units} are deployed after German 
set-up, anywhere on either board but at least three hexes from any 
German unit; these units may not be stacked together at start. All 
other Russian units enter the south edge of board 1 on Turn 1. 
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VICTORY CONDITIONS: 

The Russian player wins a Tactical Victory if he has any non -dispersed com- 
bat unit able to fire on any hex of the main east-west road (2GG3-2A3) at the 

end of play; ha wins a Decisive Victory if he has two such units. Any other 
result Is a German victory, 



JiL. 




GERMAN FORCES 
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Elements of the 10th Motorized Division escorting a supply convoy. 
Set up first, anywhere on board 2. 
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VICTORY CONDITIONS: 

Marginal = destroy S Russian units. 
Tactical m destroy 14 Russian units. 
Decisive = destroy 19 Russian units. 
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1942 
Situation # 2 



Map Configuration 



GERMAN ARMORED BLITZ AGAINST POSITIONAL DEFENSES 

(28/6/42). A reinforced panzer regiment of the 4th Panzer Army at- 
tacks elements of the Russian 21st Army in front of Kursk. 



3 




1 



* 



RUSSIAN FORCES 




Forward Elements of 63rd Rifle Division, set up first anywhere on 
row M, inclusive, on any/all board(s). 
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VICTORY CONDITIONS: 

The Russian player receives one point lor each German unit destroyed or re- 
maining on the mapboard at the end of play. 
Marginal = gain 20 points. 
Tactical = gain 30 points. 
Decisive = gain 40 points. 
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GERMAN FORCES 
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Elements of the 11th Panzer Division, enter on the west edge of any 
single board on Turn 1. 
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VICTORY CONDITIONS: 

The German player receives one point for each unit exited off the east edge 
of the mapboard by the end of play, 

Marginal = exit 15 points. 
Tactical = exlt 30 points. 
Decisive = exit 45 points. 
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1942 
Situation # 3 



Map Configuration 



GERMAN MOBILE DEFENSE WITH ARTILLERY SUPPORT (12/7/42). 
A reinforced infantry regiment of the German 2nd Army, supported 
by artillery, defends the northern flank against elements of the 
Russian 5th Tank Army near Orel. 
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RUSSIAN FORCES 




Elements of 11th Tank Corps, enter anywhere on the north edged 
board 1 on Turn 1. 
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VICTORY CONDITIONS: 
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The Russian player wins a Decisive Victory If , by the end of play, he has estab- 
lished a north-south corridor (from edge to edge) at least four hexes wide and 
free of all Gennan units. Any other result Is a German victory. 
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Elements of the 45th Division, set up anywhere on boards 2 and/or 3, 
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VICTORY CONDITIONS: 
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Marginal ^destroy 7 Russian combat (i.e., not truck or wagon) units. 
Tactical = destroy 15 Russian combat units. 
Decisive = destroy 25 Russian combat units. 
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1942 
Situation # 4 



Map Configuration 



ARMOR VERSUS ARMOR NORTH OF STALINGRAD (20i9/42J. Units 
of the 14th Panzer Corps defend against an attack by elements of 
the 1st Guards Army. 
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RUSSIAN FORCES 




Elements of 39th Guards Division, enter anywhere on the north edge 
of board 3 on Turn 1, 
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VICTORY CONDITIONS: 

Marginal =destroy 25 German units. 
Tactical = destroy 35 Gennan units. 
Decisive = destroy 45 German units. 
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Elements of the 9th Panzer Division, set up anywhere on boards 1 
and/or 2. 
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VICTORY CONDITIONS: 

Marginal = 5 German units lost 
Tactical = 19 German units lost. 
Decisive =? 24 German units lost. 
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1942 
Situation # 5 



Map Configuration 



SOVIET BLITZ OF RUMANIAN FORCES (19/11/42L Three brigades 
of the Russian 65th Army attack a regiment of the Rumanian 3rd 
Army near Kremenskaya. 
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RUSSIAN FORCES 




Elements of 252nd Rifle Division, enter anywhere on the north edge 
of board 2 and/or 1 on Turn 1. 
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VICTORY CONDITIONS: 

The Russian player receives one point for each Russian unt exited off the south 
edge of the mapboard and one point for each German unit destroyed at the 
end of play. 

Marginal = gain 20 points. 
Tactical = galn 35 points. 
Decisive = gain 50 points. 
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GERMAN FORCES 
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Elements of the 5th Infantry Division, set up anywhere on either 
board between rows W and 0, Inclusive. Trucks and Wagons may 
not set up loaded. The PzKw III may not transport any unit. 
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VICTORY CONDITIONS: 

The German player receives one point for each German unit exited off the south 
edge of the mapboard and one point for each Russian unit destroyed or remain- 
ing on the mapboard at the end of play. 

Marginal = gain 20 points. 
Tactical = gain 35 points. 
Decisive = gain 50 points. 
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1942 
Situation # 6 



Map Configuration 



GERMAN RELIEF ATTEMPT AT STALINGRAD (19/12/42). Two regi- 
ments of the 57th Panzer Corps strike a Russian brigade of 
Trufanov's army, charged with protecting the southern flank of the 
encirclement, at Kotelnikovo. 
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RUSSIAN FORCES 




Elements of 96th Rifle Division, set up anywhere on board 2 and/or 
3 north of row Q, inclusive. 
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VICTORY CONDITIONS: 

Marginal = destroy 12 German units. 
Tactical = destroy 25 German units. 
Decisive = destroy 35 German units. 
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GERMAN FORCES 




Elements of the Sth Panzer Division, enter on the southern edge 
of either single mapboard on Turn 1. 
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VICTORY CONDITIONS: 

The German ptayer wins a Decisive Victory if, by the end of the play, he has 
established a north-south corridor (from edge to edge) at least three hexes wide 
and free of ail Russian units. Any other result is a Russian victory. 
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Strategies and Solutions 



By John Huff 



Before I get started, we [the staff of Microcom- 
puter Games] wish to extend our thanks to those 
350 or so readers of The GENERAL who responded 
to our plea for play testers. All of you have been 
installed on our new database and will be contacted 
as soon as we have suitable products available for 
the testing. Because of the number of responses, we 
can expand the test base for each product. Also, the 
quality of the responses was (on the average) far 
above that for any previous calls we had put out. 
This not only speaks well for our readers, but gives 
us great hope for the future. 

Winning Strategies for COMBOTS 

Many COMBOTS players by now may have 
noticed that it is somewhat difficult to destroy an 
alien machine. This is especially true in the begin- 
ning, when you are operating a 10- (or at most 20-) 
ton machine. In addition, if you have been pound- 
ing away at the wrong sections, you will ruin the 
salvage value of the target even if you do take it 
down. 

There are a few simple tactics you can employ 
to give yourself an edge over the computer. One 
such strategy is to try to locate the power plant of 
the target machine. This is done by keeping track 
of and working over one section of the machine at 
a time and, while doing this, take note if the power 
output of the TVD reflects any power loss. Once 
you have found the proper location, devote all your 
efforts to destroying the power plant. You cannot 
salvage it anyway, and destroying it will minimize 
damage to the devices which can be salvaged. 

A second tactic involves timing. Keep in mind 
that close combat is resolved first, then missile 
strikes, then ground movement, and finally normal 
combat. If the target is not jumping, you can get 
in two strikes before he gets to move. If you elect 
to remain stationary, your normal ranged weapons 
{lasers, autocannons, tractor beams) will get to go 
off first. If you make good use of terrain, you can 
get in three or four shots first. 

With energy weapons, make use of the shield data 
on the target. If the target is showing a 40KW shield 
and your energy weapon is damaged to where its 
maximum output is less than 20KW, you cannot 
penetrate his shield under any circumstances. 
Remember also that energy weapons attenuate at a 
rate of 1KW per hex. Simple mathematics will keep 
you from wasting shots. 

When designing missiles, if you don't have a lot 
of credits, build small armor-piercing rockets. If you 
have some credit to burn, a magazine with a few 
large area- effect rounds will give you the ability to 
reduce the target's armor. When you find an oppo- 
nent with no shields but seemingly impervious to 
your weapons, this is a way to weaken him. Remem- 



ber, area-effect energy weapons will not damage 
the armor. They are used to overload shields and 
do some damage (through feedback) to the power 
plant. Once you weaken the armor on a given 
section, it eventually becomes possible to penetrate 
that armor. 

When constructing your fighting machines, one 
approach is the "hit-and-run" . Put a lot of firepower 
and speed into your machine and then try to pick 
your best time to attack, A good hit-and-run machine 
also makes a good scout or forward observer as 
well. However, always team it with a slower, more 
heavily protected machine with lots of teeth. By it- 
self, it is too easy to disable. 

One final bit of advice. In COMBOTS, it is very 
easy to get into a toe-to-toe slugfest. This can even 
be a winning strategy upon occasion. But using a 
more elegant strategy will (in the long run) give you 
more victories and reduce material losses. Like any- 
thing else, this takes practice. 



Level Two 

Thieves 

Tower 




."> ' t^imit tu Level Ons nlllw TltcivW Tower 
Pi Hole in [he eeiunc 
■ Hole in the iTiwr 
]iKi:c*ie* n.sneieeung lieje^ 

Solutions to LOLR 

Some of you may have been stumped by the three- 
dimensional maze on the 2nd level of the Thieves' 
Tower in LEGENDS OF THE LOST REALM. Here 
ts the map. Remember to bring an adequate supply 
of rope before you start, and to check out all of the 
rooms. Once you enter the trapped maze (it's 
through one of the doors you will find), you're on 
your own. 
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COMBOT HISTORY 

In 2020 Aliens landed and launched a 
world-wide campaign of domination. They 
came in armored machines that walked 
and flew and we built our own machines 
from scrap Iron and spare parts. From 
captured Combots, the ones that didn't 
blow up immediately — we learned more 
about construction, materials and 
weaponry, and the leading corporations 
in the country tooled up overnight to meet 
the challenge. 
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COMBOTS, the game, comes complete 

with; 

*Motorpool Program: Design your own 

COMBOTS with weapons from more 

than 300 combinations. 
#8 different battle screens allows your 

Individual control of each individual 

machine. 

* Allows you to SAVE machines created 
for use in future games or different 
scenarios. 

*8 Scenarios available. 

• 3 Modes of Play: 1 or 2 players, or team 
up with another player against the 
computer. 

Combots — ready to run on the Commodore 
64/128. For 1 or 2 players and teams. 
Available wherever computer games are 
sold, or direct from Avalon Hill. $24.95. 
(If ordering direct, add postage: 10% USA; 
20% Canada, Mexico; 30% foreign.) 

microcomputer gomes division 
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The Avalon Hill 
Game Company 

A MONABCH AVALON. INC, COUPANV 



4517 Harford Road. Baltimore. MP 21214 
301 254-9200 • For ordering, calf Toll Free 1 800-999-3222 
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Reference Notes for ASL 

By Steven C. Swann 



It is one of the strange paradoxes of military 
history that the country which first developed the 
use of military parachute forces suffered from a 
marked inability to properly employ them. This 
nation was, of course, the Soviet Union. At the end 
of World War I, two of the defeated nations began 
researching new ways of employing their treaty - 
limited military strength. These two countries were 
Germany, and Soviet Russia. They both looked at 
the carnage that had been caused by positional 
warfare, and both independently decided that 
another war could be governed by the use of 
maneuver elements to prevent the staggering losses 
that were common during the war past. 

Germany's research and military theories led their 
high command to adopt combined arms elements 
of armor, motorized infantry and artillery to exploit 
the breaches made by conventional infantry divi- 
sions. The use of the air force, especially in the 
ground support role, was developed to augment the 
ground forces. Late in the '30s, the Wehrmacht 
decided to develop a parachute force after witness- 
ing a military demonstration hosted by the Soviet 
Union, The early history of World War II has shown 
how well Germany learned its lessons. 

After the Russian Revolution, there arose in the 
Soviet power structure men that had the ability and 
foresight to plan and implement a combined-arms 
organization for their fledgling Red Army. They 
also realized that airborne forces could play a 
significant role in any war of maneuver. The Soviet 
theories of maneuver warfare were, in part, laid 
down in the writings of Mikhail Frunze during the 
early 1920s. In these, he rejected the entire con- 
cept of defensive positional war and presented bold 
new approaches involving maneuver, constant 
activity and offense. Even though Frunze died in 
1925, his work led other Soviet military leaders in 
their efforts to modernize and develop a new Soviet 
army and air force. 

In 1929, the Soviet military establishment embraced 
the theory of the "Deep Battle", which proposed 
that a battle should encompass not only the tactical 
and operational areas of an opponent, but the rear 
elements also. This "rear battle" would disrupt 
communications, command and logistical operations 
as an aid to the defeat of forward enemy combat 
unite. What was needed to implement these theories, 
however, was a technological base. This lack of 
technology was the primary weak point in Soviet 
military plans (and was one of the main objectives 
of the five-year plan of the early 1930s). So it was 
that an effort to develop unique, "low-tech" efforts 
of carrying the war into the "rear" of the enemy 
came about. 

Research and experimentation conducted in 
1929-30 resulted in indications that large-scale drop- 
ping of troops behind enemy lines from the air was 



feasible. During the same period, other military 
agencies had begun development of equipment 
adaptable to airborne use (including domestic- 
produced parachutes in April 1930), The proponents 
of the "Deep Battle" seized upon these and lobbied 
for concentration on this revolutionary tactic. On 
2 August 1930, an airborne operation was conducted 
to test landing techniques during manuevers in the 
Moscow Military District. During the operation, 
two detachments of 12 men were paradropped in 
the rear of the opposing forces to perform a diver- 
sionary operation by attacking its headquarters. The 
exercise was repeated in September by an 11 -man 
detachment who were to seize documents from a 
divisional headquarters. Both tests were highly suc- 
cessful, and a mandate to conduct more extensive 
tests in 1 93 1 was given by the Red Army command. 

The first ' 'motorized airlanding' ' detachment was 
actually created in the Leningrad Military District 
in March 1931. This early detachment comprised 
a rifle company (with attached sapper, communi- 
cations and light vehicle platoons) and a heavy 
bomber aviation squadron. Equipment included two 
76mm guns, two T-27 tankettes, and numerous light 
and heavy machineguns. In June, a 46-man 
parachute detachment was added to the TO&E. The 
1st Aviation Brigade was born, and began practic- 
ing the concepts of a combined-arms airborne force. 
During August and September, the brigade trained 
in both the Leningrad and Ukraine regions, mak- 
ing several successful airdrops and airlandings. 

Based on these, the Revoensovet (Revolutionary 
Military Soviet) ordered the creation of four aviation 
landing detachments in January 1932, There was 
to be one landing detachment in each of the Lenin- 
grad, Belorussian, Ukrainian and Moscow military 
districts. It was at this point in the progress that the 
limitations of Russian industry raised its ugly head. 
The Red Army just did not have the aircraft and 
equipment to raise these four forces. Only the 3rd 
Motorized Airborne Landing Detachment (Lenin- 
grad District) was actually filled out and equipped. 
The detachment had one parachute battalion of two 
companies and an airlanding group of one rifle com- 
pany and one artillery battery. A parachute platoon 
of 30 men was raised by the Ukrainian District. 

During 1932, three important directives were 
issued for airborne operations. First, Tukhachevsky 
stressed that the operational and tactical mission of 
an airborne operation must be deep enough in an 
enemy's rear to affect operations of the entire corps 
or army under attack. Second, the Chief of Airborne 
Forces also argued that separate airborne forces 
should be created that could operate in close coor- 
dination with other aviation units in attacks on 
enemy rear areas. The third decision was that an 
aviation park of aircraft suited for airborne opera- 
tions would have to be developed and built. It was 



decreed that some TB-1 and TB-3 bombers could 
be converted for airborne use immediately, but these 
aircraft were already in short supply and only a few 
would actually be converted. 

On 11 December 1932, the Revoensovet once 
again ordered the creation of new airborne units; 
but these were to be brigade-sized. The Volga Mili- 
tary District was added to the list of districts that 
were to have airborne forces. The 3rd Motorized 
Airborne Landing Detachment at Leningrad was 
transformed into the 3rd Airborne Brigade, a 
combined-arms unit of one parachute battalion, one 
mechanized battalion, and one artillery battalion. 
The other military districts established landing 
detachments similar in organization to the original 
Leningrad detachment. Also, each rifle corps and 
division was authorized a parachute battalion in its 
own TO&E for use as special purpose troops. By 
the beginning of 1934, the Soviet Airborne Forces 
numbered some 10000 men; the structure included 
one airborne brigade, four airlanding detachments, 
and some 29 independent parachute battalions. 

This airborne structure was to remain the same 
until 1936. The major cause of the slowdown in 
Soviet development of airborne forces was the lack 
of equipment, notably aircraft. Also, radios were 
found to be unreliable, and caused command prob- 
lems in the control of units spread wide over the 
countryside. The manpower was available, but tech- 
nology would not catch up before Hitler invaded. 
Two types of theoretical airborne assault were 
studied by the Soviet High Command during this 
period. One was carried out on the tactical level, 
and consisted of a company or battalion drop. The 
other was operational, and involved either regiments 
or full brigades. The Soviets were to excel in the 
tactical, but fail in the operational use, of airborne 
forces. 

The Red Army maneuvers of 1935 were held in 
the Kiev Military District, and observers from 
Germany and several other nations were invited. 
The successful wargame was operational in size and 
included two parachute and two airlanding rifle regi- 
ments. The German observers were so impressed 
that the Luftwaffe immediately began an airborne 
program. Like the Russians, they were looking at 
maneuver warfare as the successor to positional 
warfare. By 1938, the Germans had developed an 
airborne force in secret under the command of Kurt 
Student. As we know, German airborne tactics and 
techniques were to be wildly successful in a number 
of theaters. 

On the other hand, British observers were not 
greatly impressed and saw little future for airborne 
forces (until they saw them in action in the invasions 
of the Low Countries in 1940 and Crete in 1941). 
Like the British, the Americans saw nothing in this 
revolutionary weapon, and did not even begin to 



study the possibilities seriously until 1940. The 
French would come to create two parachute com- 
panies, and this small force was overwhelmed dur- 
ing the 1940 debacle. Italy's military establishment 
had experimented with airborne units in 1928, and 
even had a company of trained parachutists, but then 
let its interest fade until the opening days of World 
War 2. 

The years 1938 through 1940 were the years of 
crisis for the Soviet military establishment. For this 
was the period of Stalin's infamous purges, which 
caught many who had developed the Red Army. The 
final result was to limit the abilities of the Red Army 
by pushing politically reliable officers into command 
positions at the expense of the innovative and daring. 
Unfortunately, these political creatures did not have 
the experience nor knowledge necessary for high 
command. So it was that, during this period, the 
Red Army— along with the airborne units — continued 
to grow in quantity, but decline in quality. 

In 1938, the existing airborne units were used as 
the core in development of six airborne brigades of 
3000 men each. The 3rd Airborne Brigade at Lenin- 
grad became the 201st Airborne Brigade. During 
1939, an additional three airlanding regiments were 
formed in the Moscow Military District. And in 
1939, the airborne was committed to battle— albeit, 
they walked into combat. In the 1939 conflict with 
lapan at Khalkhin-Gol, the 212th (Far East) Air- 
borne Brigade was used in a ground assault ro!e in 
the battle for Mount Fui. With the outbreak of the 
1939 Soviet-Finnish War (the so-called "Winter 
War"), two other airborne brigades received their 
initiation into combat. The 201st (Leningrad) Air- 
borne Brigade operated under the 15th Army, while 
the 204th (Kiev) was placed in 15 th Army reserve 
until the final stages of the war. 

The first real airdrop of Soviet paratroopers came 
during the Soviet occupation of Rumanian Bessarabia 
in 1940. Here the 201st, 204th and 214th (Belorus- 
sian) brigades dropped well in advance of the Soviet 
ground forces . While there was no combat to speak 
of, their mission was to prevent destruction of 
strategic locations and materials and to secure the 
cities of Bolgrad and Izmail. The airborne units suc- 
ceeded in all aspects, and were viewed highly by 
the Soviet high command and by Stalin after the 
operation. 

In 1940, taking lessons learned by their ex- 
periences of 1939 and 1940 to heart, the airborne 
units were again reorganized. With all eyes turned 
toward the storm clouds over Europe, die expan- 
sion was to be made to upgrade to a wartime foot- 
ing. Each airborne brigade would include two 
parachute battalions, two glider battalions, and an 
airlanding contingent of two battalions, plus tanks 
and artillery. Each brigade had 3000 men, 1 1 AFVs 
and four field guns, as well as attached recon, 
sapper, medical and support platoons for each. The 
airborne forces grew again in March/April 1941 
with the creation of five airborne corps (see Table 
1), using the brigades as a core. Each corps was 
to field 10419 men, 50 AFVs, 18 artillery guns and 
18 heavy mortars. As always, the specter of deficient 
technology visited the Soviet efforts. The planned 
radio signals companies were never fielded because 
of a lack of radio equipment. The tank battalions 
that should have had 50 T-37s never were at full 
strength (later the tank battalions would be reduced 
to a TO&E of 32 AFVs). Numbering over 1 00000 
men in five corps, the Soviet airborne forces could 
have been a force to be reckoned with; but without 
planes to transport them, they would soon sink down 
to being but well-trained infantrymen, 

22 June 1941 : the day that the dictators had been 
steered to by events. German infantry divisions 
crossed the Soviet Union's western borders. Panzer 
formations and motorized infantry moved forward 
to encircle massive Soviet pockets. The two propo- 
nents of maneuver warfare had clashed at last. 
Ironically , the Soviet command was caught by sur- 



prise and paralysed in the first few days of the 
German offensive. Red Army units were ordered 
forward into untenable positions; others were sent 
forward in piecemeal fashion. Even the airborne 
units were thrown into the fighting to act as motorized 
infantry. Every theory for a war of maneuver was 
seemingly forgotten. 

The first Soviet airborne unit to join combat was 
the 5th Airborne Corps of the Baltic District. This 
formation had been in the field for training exercises 
and joined with the 21st Mechanized Corps, trans- 
ferring later to the 27th Army. After taking heavy 
casualties south of Daugavpils, the corps was 
ordered back to Moscow on 15 August 1941. Mean- 
while, the 4th Airborne Corps was thrown in in an 
attempt to hold back the German AG Centre advance 
along the Berezina River. When the Germans forced 
this line, the corps joined the Soviet 13th Army in 
the defense of Smolensk. Meanwhile, the 214th 
Brigade of the 4th Airborne Corps was separated 
and eliminated as a fighting formation in the 
cauldron at Minsk. 

In the south, the 1st Airborne Corps attempted 
to stand before the German AG South during its 
drive to Kiev. Here the Soviet 5th and 6th armies 
were reinforced by the 2nd and 3rd Airborne corps, 
which were thrown into the futile defense of Kiev. 
The 1st and 2nd brigades were completely destroyed 
and written off. The 3rd Airborne, encicled at 
Konotop, managed to fight its way out to the east, 
with great casualties, (In November, the 3rd would 
be reorganized as the 87th Rifle Division; later it 
was designated as the 13th Guards, earning its battle 
honors in the defense of Stalingrad.) 

By August, only the 4th and 5th Airborne corps 
retained any semblance of fighting order. In 
September, all airborne forces were pufled from the 
front lines and placed directly under the command 
of STAVKA. At this time, the 1st, 2nd and 3rd Air- 
borne were reconstituted, and five new airborne 
corps (6th through 10th) were created. The battalion 
TO&E for all parachute units were strengthened 
from 458 to 678 men. But, due to the number of 
Soviet aircraft caught on the ground by the Germans, 
the Red Air Force was sadly depleted. STAVKA set 
about collecting and protecting all the suitable air- 
craft that could be located; it was realized that to 
be deployed as intended, these aircraft would be vital 
in the future. 

On the night of 14 December 1941, Soviet air- 
borne forces finally gave the Germans a taste of what 
they had been dropping on other countries since 
April 1940. STAVKA ordered the Soviet 30th Army 
and 1st Shock Army to drive the German 3rd and 
4th Panzer divisions back from the northern 
approaches to Moscow. Should they retreat, the 
Germans would have to pass through the village of 
Teryaeva Sloboda. One battalion of the 214th Air- 
borne Brigade (4th Corps) dropped behind the 
German lines at the village west of Moscow. Their 
mission was tactical — destroy bridges, interdict the 
road, and generally create confusion along the 
German route of retreat. For 15 days, the Soviet 
paratroopers harassed the Germans before joining 
up with advancing Soviet forces. 

Encouraged by the success of the mid-December 
drop, another was planned for the Medyn area in 
January. This drop was to occur along the junction 
of the German 20th and 57th armies, and added a 
new twist to Soviet techniques. Here one battalion 
of the 201st Brigade was to parachute into the area 
and secure a landing site for an airlanding rifle 
regiment. This they did successfully, and one 
battalion of the 250th Rifle Regiment landed before 
winter weather closed in to prevent further rein- 
forcement. And, on the nights of 18 through 22 
January, the rest of the 201st Airborne made several 
drops in the Zhelan'ye area west of Moscow along 
the Moscow-Warsaw highway. Their goal was to 
reinforce the 1st Guards Cavalry Corps, operating 
west of the main German defensive lines. Together, 
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the paratroopers and cavalry were to assist the Soviet 
43rd and 49th armies in their westward push. 
Tactically, the airdrop was a complete success and 
the two formations operated together for the next 
several months. 

Most of the combat history reiated thus far centers 
around the Moscow area because of the size of the 
airborne units employed. But there were airborne 
operations along the southern fronts as well. On 13 
December, STAVKA ordered the 44th Army and 
Black Sea fleet to reoccupy the Kerch Peninsula of 
the Crimea. As part of this operation, a small group 
from the 2nd Airborne Corps was to drop onto the 
area known as the Arabat Spit, a narrow neck of 
land across from Feodosia. Under extreme weather 
conditions, the paratroopers jumped in on the night 
of 31 December. In heavy winds, the small battalion 
was scattered across several kilometers. After 
spending several hours reassembling, the para- 
troopers began their long trek towards their target, 
the small town of Ak Monai. By early on 1 January, 
the battalion had occupied the town and set up defen- 
sive positions. Meanwhile, the Soviet 44th Army 
made its landing at Feodosia, and the 51st landed 
at Kerch, With enemy units on three sides, the 
German commander pulled his Rumanian and 
German units back, allowing the paratroopers to be 
relieved without combat occurring. 

Even more common were the raids, conducted 
independent of any offensive or counterattack, 
designed to keep the enemy off balance. More than 
ten small airdrops were made by the 204th Brigade 
in July 1941. Here in the Ukraine these paratroopers 
were used to raid behind the German lines. Small 
units were dropped to strike at headquarters and 
logistical facilities. In one such, on 22 September, 
a 23-man unit staged an airborne raid on a German 
communications center near Odessa. This raid dis- 
rupted enemy communications to such an extent that 
two Rumanian divisions were pulled back from the 
siege of Sevastopol and Odessa to secure the area. 
This reduction gave the Soviets time for the evacu- 
ation of the Odessa garrison. 

Airdrops were being made also to partisan units 
organizing behind the German lines, and often in- 
cluded Soviet paratroopers who were to lead or 
create new partisan bands. Against extensive 
German air patrols, courageous Russian pilots in 
inferior aircraft would fly on dark nights to rein- 
force and resupply the paratroopers and partisans 
behind enemy lines. Tactically, the Soviets were 
teaching the world a new airborne lesson— how to 
use airborne forces to support resistance behind the 
lines. One lesson, however, would apply to both 
the Soviets and the Germans: the Russian winter. 
The same first winter which caused such German 
misery prevented many of the Soviet airborne oper- 
ations from being as successful as they might. 

STAVKA was ambitious in its planning for the 
February counteroffensive. Without taking into 
account the fatigue of its units, the state of equip- 
ment and supplies, and the lack of suitable aircraft, 
the high command prepared plans for a major 
assault, with the objective being no less than the 
envelopment of an entire German army corps. As 
part of this grand scheme, the entire 4th Airborne 
Corps was to drop behind enemy lines to shut the 
"back door" in the encirclement. Due to the lack 
of enough suitable aircraft, the corps had to be 
dropped piecemeal over several nights. The inex- 
perienced pilots and the weather caused the troops 
that were eventually dropped to be scattered over 
a 20-ki!ometer area of frozen ground. After the 
initial drop, surprise was lost for those units trans- 
ported on later nights. Worse, the paratroopers had 
been assigned too many missions. The counteroffen- 
sive was a disaster, with only some of those para- 
troopers dropped managing to escape to the Russian 
lines. 

From this beginning, the next six months saw the 
Soviet paratroopers become a constant thorn in the 
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German rear areas . From company-sized drops up 
to a drop by two airborne brigades, the Desantniki 
were to make numerous attacks deep in German ter- 
ritory. In a strategic or operational sense, these 
drops by the reconstituted 4th Airborne were not 
a success; but in the tactical sense, a few thousand 
Soviet paratroopers managed to tie down five enemy 
infantry divisions and two panzer divisions for four 
months. Survivors of these drops either made their 
way back to Russian lines, or joined local bands of 
partisans. 

In the summer of 1942, the Germans made a 
major offensive effort in southern Russia. To aid 
in this critical situation, STAVKA ordered all ten 
airborne corps convened in Guards rifle divisions. 
That this help was sorely needed is shown by the 
fact that nine of the former airborne formations 
fought in Stalingrad as Guards. Still, Stalin and the 
Soviet high command foresaw the utility of para- 
trooper formations to replace those chewed up at 
Stalingrad, and another eight airborne corps were 
authorized in the fall of 1942, In December 1942, 
these airborne corps were increased in size and 
labeled Guards Airborne Divisions. 

In what was becoming standard practice, STAVKA 
deployed all ten of the new Guards Airborne 
divisions on the northwestern front in February 
1943. Here they fought in a ground role with the 
1st Shock Army and the 68th Army at Staraya 
Russia and Demyansk, with only limited airdrops 
employed. Next, during April and May, all of the 
airborne divisions were transferred south in response 
to the German threat in the Kursk region. Seven of 
the divisions went to the Central Front, while the 
remaining three (the 1st, 7th and 10th) divisions 
joined the 37th and 52nd armies at Kharkov. Two 
of the airborne divisions made notable contributions 
in the battle. The 4th Guards Airborne conducted 
a successful defense against the panzer elements of 



the German 9th Army at Ponyri; and the 8th Guards 
Airborne assisted in the victory over the 4th Panzer 
Army at Prokhorovka, 

Following the German defeat at Kursk, the Guards 
Airborne divisions remained in a ground role when 
ordered to join in the pursuit of the retreating enemy 
to the Dneipr River. Meanwhile, behind the lines 
of combat, STAVKA raised an additional 20 air- 
borne brigades and began their training. Most of 
the brigades were used to form six new Guards Air- 
borne divisions (11th through 16th) in September 
1943. Three of the new brigades, those not so used, 
were earmarked as assault forces for the next oper- 
ational jump. 

By 22 September, units of the Soviet 40th Army 
had secured small bridgeheads across the Dneipr. 
To strengthen these, elements of the 1st, 3rd and 
5th Guards Airborne brigades were ordered to drop 
behind German defenses along the Dneipr River 
bend. By attacking from the rear simultaneously 
with units forcing the river from the east, it was 
hoped that Soviet armor could be ferried across 
rapidly after the bridgehead had been expanded. As 
before, this operational airdrop failed. Beyond 
repeating the mistakes made in early 1942, Soviet 
intelligence had failed to note that the Germans had 
strengthened the defenses in the area with various 
panzer and infantry formations. This increase in the 
defenses was not discovered by the Russians until 
after the staged airdrops had begun. 

A preview of what would happen to the US 82nd 
and 101st in Normandy occurred. Lead elements 
of the 3rd Airborne Brigade dropped directly over 
elements of the 19th Panzer Division. Most of the 
small parachute units were not able to reassemble 
enough men to accomplish their mission; and the 
ones that did were soon under attack by the 
Germans. Some of the scattered paratroopers simply 
faded into the hills and forests to join partisan bands 



and continue to harass the Germans. Most were 
killed or captured. Without the element of surprise, 
and in the face of strong ground formations, the 
Soviet paratroopers had been doomed to failure. It 
was the second and last attempt by the Russians to 
employ airborne forces in a mass operation. 

Following the failure at the Dneipr River, the 
original ten Guards Airborne divisions all fought 
in the Ukraine during 1944. These ten became part 
of the 4th Guards Army and the 5th Army. The 4th 
Guards Army defeated the Rumanian forces facing 
them and pushed into Hungary dring the summer 
and autumn of 1944. Meanwhile, in January 1944, 
the 11th through 16th Guards Airborne were 
redesignated as Guards rifle divisions and formed 
the 37th Guards Corps. The 37th took part in the 
battles to liberate Karelia from the Finns in 1944. 

In the late summer of 1944, STAVKA again 
authorized creation of airborne units to replace those 
now serving as ground infantry. This year would 
see the largest levy to date. In August Stalin 
approved the raising of the 37th, 38th and 39th 
Guards Airborne corps. With these three corps, the 
first Soviet airborne army was created in October 
1944. As always, the pressing need for fresh ground 
troops would destroy this airborne formation before 
it could be used in any airdrop. In December 1944, 
the separate Airborne Army was reorganized into 
the 9th Guards Army. In deference to its elite nature, 
the 9th Guards Army was not committed to a defen- 
sive line, but was held back for use in an offensive 
exploitation role. 

Even though there would not be any further large 
airborne units created during the remainder of the 
war, creation of brigade-sized parachute units con- 
tinued. These brigades totaled 3345 men each, with 
six 76mm guns, eight 45mm guns, 28 37mm AT 
guns, and numerous machineguns and antitank 
rifles. While wartime realities demanded that the 



TABLE 1: Table of Organization- 
Soviet Airborne Corps, 1941 
Unit ASL Equivalent 

3 Brigades (each) 
HQ Company 

6 x 76mm ART 



TABLE 2: Table of Organization- 
Soviet Parachute Battalion, 1941 




Recon Company 
AA Company 
Signal Company 
Mobile Equip Company 

Tank Battalion 

Long Range Recon Platoon 
4 x Parachute Battalion 



12 x45mm ART 

5x82mm MTR 

113 Bicycles 

various 6mm, 7mm and I2mm AA Guns 

4 x Radio (never formed) 

ISxMotorcycle 

50XT-37 (later reduced to 32) 

4XRSB 

(see Table 2 below) 




TABLE 3: Table of Organization- 
Soviet Parachute Battalion, 1940 
Unit Manpower ASL Equivalent 

HQ Company 

HQ Staff & 123 9-1 SMC 

Starting Co. 8-0 SMC 

6x4-5-8 MMC 
LMG 
MMG 
50mm MTR 



Unit 

HQ Company 
HQ Staff 



Signal Platoon 
Mortar Company 



Weapons Company 
Demo Platoo 1 
MG Platoon 
FT Platoon 



3 Rifle Cos. (each) 
HQ Platoon 



Manpower ASL Equivalent 



37 



22 




3 Rifle Cos. (each) 
HQ Platoon 



Control Squad 
3 Rifle Platoons 

(each) 

Mortar Platoon 



141 

12 

38 



8-1 SMC 
8-0 SMC 
2XLMG 
6-2-8 MMC 

3x4-5-8 MMC 
2x2-2-8 Crew 
2 X 50mm MTR 



3 Rifle Platoons 
(each) 



9-1 SMC 

8-0 SMC 

3x4-5-8 MMC 

Radio (never implemented) 

4x2-2-8 Crew 

4 x 82mm MTR 

8-1 SMC 

3x4-5-8 MMC 
6xDC 
4x24-8 HS 
4xHMG 
3x4-5-8 MMC 
3XFT 

8-1 SMC 
8-0 SMC 
4-5-8 MMC 
2xLMG 
2XATR 
50mm MTR 
2X24-8 HS 
2XMMG 

3 X4-5-8 
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major airborne units be used in ground roles, several 
small tactical and diversionary airborne operations 
were performed during the long months of 1945. 

Fitting the Desantniki into ASL 

The Soviet airborne forces were the Soviet elite. 
These men, usually volunteers, received better train- 
ing, equipment, pay and leadership. Because of their 
training and leadership, the morale of the para- 
troopers was uniformly high. The leadership was 
particularly noteworthy. Even though the purges of 
the late 1930s stifled many of the lower-echelon 
officers of the rifle units, some small amount of in- 
tiative remained and was encouraged among the air- 
borne units. It was this independence that would 
allow small numbers of men to inflict such confusion 
in the German rear during raids and larger opera- 
dons. While the airborne forces never had much in 
the way of heavy weapons, the Soviet command did 
outfit them with more light infantry weapons than 
the normal Red Army squad had. 

Because Soviet paratroopers were elite troops, I 
have chosen the 4-5-8 MMC as a good representa- 
tion for the squad. Since these troops were brained 
to operate independently and in small groups on a 
regular basis, these should have the ability to deploy 
(Al .3 1) under the guidance of a leader in the Rally 
Phase. The morale of these exceptionally well- 
trained (for the Soviets) troops does not fit in the 
ELR Chart (as given in HI. 28). Like their brothers 
the world over, the Soviet paratroopers were high 
in courage and eager to fight. Combined with their 
training, I would recommend that for the 7/41 
throgh 6/42 columns the Russian paratroopers be 
given an ELR of "4", and given "5" ELR for the 
remainder of the war. For the 7/44 and 1945 
columns, it should also be noted that their morale 
should be underlined. 

Two Tables of Organization have been included 
with this article. The first, showing the 1941 
Parachute Battalion, should be used for any scenario 
involving normal Soviet parachute forces. The 
second, the 1940 Parachute Battalion, would serve 
as a guide in establishing any of the 29 indepen- 
dent parachute battalions and brigades that were 
assigned to various divisions and fronts during the 
war. (As in my previous articles, SMCs of each unit 
are listed in the battalion and company HQ sections; 
exact assignment will have to be made after reference 
to your historical sources for the scenario being 
designed.) 

As can be seen, the organization of the 1941 
Parachute Battalion (Table 2) is much more com- 
plex than that of the 1940 battalion (Table 3). After 
the fighting in Mongolia and Finland, the Soviet 
High Command reorganized and strengthened the 
parachute battalions. More squad weapons and men 
were added to each battalion. The HQ Company 
now included the staff, medical, supply and clerical 
personnel that are associated with any headquarters. 
The staff officers are represented by the 9-1 and 8-0 
SMCs; and as all personnel were trained for com- 
bat, three 4-5-8s have been included in the HQ Com- 
pany. In 1941, the mortars were taken from the 
parachute companies and reformed into a mortar 
company under the direct control of the battalion 
CO. As the mortar calibre was also increased, four 
82mm mortars and four 2-2-8 crews make up the 
1941 Mortar Company. 

In 1941 too, a Weapons Company makes its ap- 
pearance with additional squad weapons. Actually, 
this is not a regular Weapons Company as the U.S. 
or British Army would think of such. Instead, there 
were three separate platoons, all under the battalion 
CO's direct control. For simplicity's sake, since this 
is confusing, we will label these three separate units 
the "Weapons Company". It includes machinegun, 
demolitions, and flamethrower platoons, and the 
company commander is represented as an 8-1 SMC. 
The demolitions platoon is outfitted with three 4-5-8 



MMC and six DCs (two per squad). The MG 
platoon will encompass four HMGs with HS to man 
them. The FT platoon consists of three 4-5-8 and 
three flamethrowers. 

Each of the three parachute rifle companies 
included a MG section in 1941. The company 
leadership is an 8-1 and an 8-0, with a 4-5-8 to show 
the HQ personnel. A company weapons pool of two 
LMGs, two ATRs and one 50mm MTR is shown 
in the HQ platoon as well. These weapons would 
be distributed as the company commander saw fit. 
Where the battalion CO controlled the HMGs, the 
company CO had at his disposal two MMGs and 
their crews . 

The 1940 Parachute Battalion was a smaller unit, 
having a manpower of 546 men. It had what was 
known as a "starting unit" and a headquarters com- 
pany at the battalion level. The "starting unit" is 
similar to a combat HQ that would drop into an area 
ahead of the main HQ staff. (It may be easier for 
those used to the American paratrooper history to 
think of it as a "temporary HQ".) For the Soviet 
paratroopers of this period, I have selected a 9-1 
SMC as battalion commander, with an 8-0 SMC 
assistant. Each of the three rifle companies includes 
a Company HQ, a mortar platoon, and a "Control" 
squad. The mortar platoon is equipped with two 
50mm MTRs and has two 2-4-8 HS to man them. 
The Control squad would be a politically reliable 
squad that would act much as American MPs would, 
with the added duty of assisting the company com- 
mander in the direction of his platoons. These men 
were equipped with sub-machineguns exclusively; 
therefore, a 6-2-8 MMC will be used to represent 
these political troops. Each of the three parachute 
platoons will be composed of three 4-5-8 squad 
counters still. 

The Parachute Corps TO&E (Table 1) should be 
used in any situation where an airborne force fought 
as part of a ground army or front. This would be 
the only instance where the parachute motorized and 
mechanized elements would be able to fight with 
its own infantry. In any scenario dealing with 
airdropped Soviet paratroopers, use Table 2 or Table 
3 as a reference. Remember that only two actions, 
that at Zhealan'ye and at the Dneipr River, were 
of operational level. All other scenarios featuring 
Soviet paratroopers should have Russian forces of 
no more than battalion size. 

For any scenario set during the 1941-42 Winter 
Counter-offensive, players should incoporate the 
weather into their design. For December 1941, 
Ground Snow (E3.72) and Extreme Winter (E3.74) 
rules should be in effect. For scenarios in January 
and February, institute Deep Snow (E3.73) and 
Snow Drifts (E3.75) should be placed. For any other 
scenario, players should determine the weather as 
per the usual procedure (E3.) for the appropriate 
month. As the vast majority of Soviet airdrops were 
made at night, invoke the Night (El.) rules. 

As a final note for scenario designers , the Soviet 
paratroopers committed to the Dneipr River battle 
were lightly armed and equipped with limited sup- 
plies. In any action depicting this operation, the 
Soviet paratroopers should not receive the —1 
Entrenching DRM. Any scenario dated after the 
initial day of the airdrop should also force the Soviet 
units to be governed by Ammo Shortage (A 19. 131). 

The use of Soviet parachute formations in ASL 
has not before been considered. In fact, I hadn't real- 
ized until recently that the Soviet Union even con- 
ducted combat airdrops, much less pioneered the 
military use of parachute forces. Even in a world 
built around wargames, the possibility of learning 
something new will always be with we players . As 
with my other articles on light infantry forces, a 
scenario has been provided. Readers are urged to 
try the accompanying scenario highlighting one of 
the many successful tactical drops, this one at night 
in the depth of winter, made by the Desantniki. 



PRICES 
DROP 



Those fans of ASL who have yet to experience 
the joys of the Deluxe version of this popular 
game system might be interested to learn that 
the retail price of each of these modules — 
STREETS OF FIRE and HEDGEROW HELL— 
have been dropped to $20.00. Given all the 
challenge of the scenarios, the beauty of the map- 
boards, and the information found on the AFV 
cards in these titles, this is a rare bargain. After 
three printings, no more are planned for these 
ASL modules; once current stocks are depleted, 
you won't be able to find either again. If your 
local store doesn't have these, they may be 
ordered direct from The Avalon Hill Game 
Company (4517 Harford Road, Baltimore, MD 
21214) at the price quoted above. Please add 
10% shipping and handling (20% for Canadian 
orders; 30% for overseas orders); Maryland 
residents please add 5% state sales tax. For faster 
service, with use of a major credit card, you may 
wish to take advantage of our toll-free number 
[1-800-999-3222] in placing your order. 



'90 ANNUAL 

By the time you read this , the V0 ASL Annual 
will likely be in the final stages of production. 
The '89 Annual was an unqualified sucess — in 
terms of both sales and compliments. It is hoped 
that this year's effort will surpass it. 

As before, the centerpiece of this issue of the 
ASL Annual is the scenarios — three for SL, three 
for DASL, and some 13 for ASL. These were 
culled from the couple of hundred or so that 
came our way over the past year. We think them 
an interesting mix, ranging from a Greek-Italian 
action in the Albanian hills to a German-American 
clash in the desert. The fact that these encom- 
pass a wide range of nationalities, boards, rules, 
and game lengths means that there is something 
for every player within these pages. Indeed, 
where else might one find a DASL scenario 
featuring the Japanese? 

But don't overlook the articles. I've badgered 
some of our best writers to contribute their 
efforts to my tender mercies. Together, these 
articles offer some insights for play and much 
food for thought— maybe even a chuckle or two. 
Mr. Posey presents a look at the Italian army, 
in the same format as his pieces on the Ameri- 
cans and the Russians in last year's Annual. 
Steven Swann, in similar vein with his recent 
articles in The GENERAL, offers up "Reference 
Notes" for the First Special Service Force. My 
own "Commando Campaign" for SL has been 
laying around for years, but never seen print; 
this should give fans of the original system some 
hours of engaging play. The Series Replay 
("Kahmsin" from WEST OF ALAME1N) lets 
Mr. Nixon and company pontificate on expert 
play. And Mr. Stahler labored long hours on the 
"Programmed Instruction", designed to ease the 
transition of players from SQUAD LEADER 
to ADVANCED SL. Along with the regular 
columns and other odd bits, all these make for 
an informative and interesting package for the 
dedicated players of SL/ASL 

The '90 ASL Annual will see release at 
ORIGINS '90 in Atlanta. As last year, it will 
be 64 pages, full of color, and retail for $12. 
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ELITE CLUB 



Members of the club earn a 10% discount for 
LIFE on mail order purchases of any product 
from The Avalon Hill Game Company, Micro- 
computer Games, or Victory Games. This 
includes games, play -by-mail kits, parts, 
magazines . . . everything. This 10% discount 
will apply to any single order each year— a true 
savings for the buyer in these days when every 
penny is important. The best just got more 
affordable than ever. 

You become a member by making a one-time 
initial order amounting to $90.00 minimum. This 
order must be made direct from The Avalon Hill 
Game Company {purchases from retail stores do 
not qualify one for the ELITE CLUB). Be sure 
to enclose a check or money-order for the full 
order, plus 10% to cover shipping and handling. 

When you receive your order, an ELITE 
CLUB Coupon Ticket will be enclosed. The 
coupons, if attached to the order form, will allow 
you a 10% discount on everything listed on your 
order. Note that this can be applied to any single 
order each year. Obviously, it pays to make a 
multi-item order to obtain the maximum savings 
possible. And, upon use of the last coupon 
(1989), another ticket— good for an additional 
five years of savings— will be sent with your last 
shipment. 

The scheme brings you the best in gaming 
pleasure — your favorite games, The GENERAL 
with its in-depth coverage of them, and the pbm 
kits and replacement parts to insure the fun never 
ends— at a tremendous savings. Any $90.00 
order directly from the company (even at our 
booth at ORIGINS) will qualify you. 



FAME & FORTUNE 

Well, maybe not much fortune ... but cer- 
tainly a little fame. We want you to write for 
The GENERAL. If you can string words 
together, and are knowledgeable about our 
games, there's a good chance you're just the 
person we're looking for. You can supplement 
our literary staff with articles on strategy and 
tactics, game analyses, Series Replays, historical 
commentaries, new scenarios or variants for any 
of our extensive list of titles. If you've ever had 
the urge to see your name in print, and feel com- 
petent to write on your favorite game, consider 
submitting your efforts for the consideration of 
our editors. The GENERAL was founded on the 
efforts of gamers themselves, and for over 25 
years has relied on their good works. We 
encourage all such free-lance submissions. 
The GENERAL will pay $6.00 per running ten- 
inch column of edited text upon publication. 
(Letters to the Editor are not subject to remuner- 
ation.) Alternatively, authors may elect to take 
their remuneration in the form of our products, 
paid at the rate of 150% of the cash remunera- 
tion. At the end of each volume year, an EDITOR'S 
CHOICE article is selected by the readership. 
The author of this best article of the year will 
receive a $100.00 bonus and a lifetime subscrip- 
tion to The GENERAL. 

If this whets your appetite, set pen to paper. 
But first, write requesting a copy of our "Guide- 
lines for Submissions" detailing the format and 
procedures for submitting articles. This may be 
obtained by writing to Rex A. Martin, Manag- 
ing Editor. The "Guidelines" may save you 
some wasted time and effort. 



CAPTURE THE FAMOUS 
"RED BARRICADES- 
ORDNANCE FACTORY 

AND, MAYBE. CHANGE 
WWII HISTORY! 

Red Barricades, the 8th in the expanding 
series of Advanced Squad Leader modules, 
places you in command of Germans or Russians 
inside the city of Stalingrad. 

The First Historical ASL Module 

Fight is for control of Stalingrad's famous "Red 
Barricades" ordnance factory and surround- 
ing environs. The historically accurate 2-piece 
map features new 1 " wide hexes for ease of 
play in the scenarios that require high troop 
counter density. The factory complex alone, 
exactingly adapted to ASL scale from aerial 
reconnaissance photographs, spans an area 
approximately 31 X16 hexes. 
Two countersheets provide (for the first time) 
markers for Fortified Building Locations. A-T 
Ditches, Cellars, Gutted Factories and Hand- 
to-Hand Melee. Included as well are Perimeter, Location Control and Burnt-Out- 
Wreck markers for the Campaign Game, plus extra Russian and German infantry 
and SW. Two new weapons also make their debut: the Russian "Molotov 
Projector" and the German StulG 33B assault gun. Seven action-packed standard 
scenarios (in addition to those for the Campaign Game) are offered, most of 
which utilize only a small portion of the map. 

Also included is Chapter O, which contains the rules for several new terrain types 
(debris, railway embankments, interior factory walls, storage tanks, single-hex 
two-story buildings and culverts), all colorfully detailed in the standard ASL 
fashion. 

Red Barricades features three separate Campaign Games which are designed 
for play exclusively on the new map, enabling the ASL gamer to create an ongoing 
series of interrelated scenarios. 

Rated the highest on the complexity scale, Red Barricades boasts a "medium" 
rating for solitaire play. However, Red Barricades is not a complete game — 
ownership of ASL, Beyond Valor, and Yanks is required for play. 

Red Barricades retails for $25 in most hobby and game stores. If not available 
locally, feel free to order direct. Add postage and handling: $4 USA; $8 Canada, 
Mexico; $12 foreign. 

For quick credit card purchasing, call TOLL FREE 1-800-999-3222. 
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MASSED ARMOR ASSAULT 

By Jon Mishcon 



We feel that the best possible use of ASL is the 
ability of the system to recreate, on a very small 
scale, many of the problems that beset the com- 
manders of World War II. Not to say this game 
system is a "simulati on" {players have much too 
much knowledge and control), but rather an "art- 
ful copy". 

The bitter lesson of World War I was that massed 
infantry assaults could not prevail against defend- 
ing machine guns. Many of the weapons and tactics 
of World War n were in direct response to the 
failure of World War I armies. One of the best new 
weapons to arise was the "tank". This article, and 
scenario, reviews early World War II armored 
assault tactics and makes some suggestions for their 
use in play. A rather good test of ASL's ability to 
force players into reviewing armor play. 

There were essentially two schools of thought 
about armor tactics in the 1930s. The first treated 
armor as if it were high-tech Napoleonic cavalry . 
Light, fast tanks (Hussars, if you will) for scouting 
and screening; heavy, slower vehicles (Life Guards) 
for assisting infantry assaults. Given the indelible 
lessons of World War I, special consideration was 
given to crossing trenches and breaching fortifica- 
tions. Many United Kingdom tacticians were strong 
proponents of this concept. This group did not con- 
sider the natural outgrowth of the technology of 
World War I as applied to armor— that is, the rapid- 
firing anti-tank gun. Small numbers of tanks were 
easy prey to hidden guns. While examples of these 
infantry -support tanks were to be found through- 
out World War II, the concept quickly fell into 
disrepute. 



The second group of armor theoreticians proposed 
the massed armor assault. Large groups of tanks, 
acting with the support of dive bombers , would be 
able to overcome isolated anti-tank weapons and 
create breakthroughs. This, in fact, was the basis 
for the early German successes. Only as the war 
progressed did the vulnerability of the tank, without 
supporting infantry, become evident. As the infan- 
try gained effective light AT weapons, and over- 
came "tank fright", unsupported tanks were to 
become as vulnerable as had been the earlier waves 
of infantry during WWI. Expensive lessons that led 
to the concept of "combined arms". 

The tactical deployment of these early massed tank 
attacks tended to follow along different lines, 
depending upon the country of origin. The Germans 
tried to divide the assault into three waves. The first 
wave was normally composed of the medium tanks, 
usually in battalion strength. Their mission was to 
crash into and through the front-line defenses. In 
addition to exposing defenders, the initial tank 
"wedge" was to penetrate to the artillery positions 
behind the front line. The second wave was often 
made up of the heavier or support tanks. Often this 
second wave was the second battalion of the same 
panzer regiment. This wave, which often was 
accompanied by the mission commander, gave 
covering fire for the first wave, destroyed exposed 
AT guns, and hoped to open a hole wide enough 
for the safe passage of the third- wave troops. The 
third wave was usually infantry, whose job was to 
advance to positions to hold open the breakthrough 
and mop up any remaining defenders. 

The Russians, given the limited independence of 



their subordinate commanders, often simply pointed 
a tank unit in a given direction, named an objec- 
tive, and off the tanks went. Early tank units were 
frequently mixes of various AFVs and, so it was 
hoped, they all supported one another as they drove 
on. One positive aspect of the Russian approach was 
the reduced dependence on leadership. No thought 
was required by the local commanders. One couid 
assume that either the assault would drive to its 
objective, or be destroyed in the attempt. 

However, this simple approach had the unfor- 
tunate effect of slowly separating the faster tanks 
from the slower on a long approach run. One 
element, rarely considered in board games, is that 
the small "fast" tanks often had poor cross-country 
performance. Bouncing along in a light tank tended 
to muddle your brains, while the heavier tank's ride 
was much smoother. In fact, after a trek across open 
terrain, the T-34s tended to arrive on the battlefield 
first, followed by the light tanks, and only later did 
the heavy tanks show up. On the combat field, or 
on roads, light tanks were still "faster", but mix- 
ing of vehicle types was such a problem that the 
Russians were later to use only "pure" tank for- 
mations. Note that in this case, "pure" refers to 
tank chassis; the armament could still differ from 
tank to tank, although this was still unusual because 
of Soviet supply difficulties. Additionally, the early 
Russian tanks, and those of many Western countries 
other than the Germans, were handcuffed together 
by the lack of radios. 

Beyond consideration of the type of massed tank 
assault organization lies the tactical approach. 
German commanders recognized five different kinds 
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of attack: a frontal assault, essentially running head- 
on into the foe; the wing attack, which sought to 
strike one side of the defenders' front line; the flank 
attack, which hoped to take the front-line defenders 
from the side; an envelopment assault, which looked 
to strike at the rear of the defense; and finally, the 
encirclement, which hoped to avoid the defenders 
altogether and drive into the rear areas. 

The scenario, "Land Leviathans", included with 
this clinic will give one player the joy, and pain, 
of controlling a powerful pure armor task force 
whose composition is that of the early Russian tactic 
and whose mission is, hopefully, to attempt to 
encircle the defenders. You have a number of tough 
early choices. 

First you must decide if you want to accept the 
Russian model of mixed tank types, or try to force 
the troops into a semblance of the German model 
of tank "waves". If you decide to mix tank types, 
the tanks will be able to support one another. This 
can be critical as some of the tanks are very 
vulnerable to deliberate immobilization fire and 
infantry assault. Regretfully, you wiU find that your 
speed of assault will be quite slow. If you instead 
decide to keep the fast and slow tanks in separate 
groups, then your slow elements will be no slower 
than before. However, similar tank types do tend 
to have the same weaknesses and the various elements 
may become isolated. 

Second, you must decide how to conduct your 
attack. Your mission might be encirclement, but the 
likelihood of avoiding the defender entirely in this 
scenario is nil. So, first consider the frontal assault. 
You can drive straight down the road on Board 3. 
The advantage of so doing is that you can come to 
grips with the defender while he is still spread out. 
Additionally, this is the fastest route. The dis- 
advantage is that the narrow frontage means that 
your units may be spread out in a line. You could 
find yourself beset from both flanks. 

Next is the wing, or flank, assault. On the ASL 
scale these two tend to blend together. By advanc- 
ing in strength across either Board 4 (open terrain) 
or Board 2 {hills and a road), while leaving a small 
support/ feint group behind on Board 3 to insure the 
defender stays spread out, you can try to expose his 
flanks white covering your own. This is not as fast 
as a frontal assault, but can develop rather quickly 
and is much less vulnerable. The disadvantages are 
the difficulty in insuring that the two groups are 
mutually supportive and in deciding who belongs 
to which group. 

Lastly, you could try for the envelopment. This 
tends to require that one group moves down Board 
4 while the other advances along Board 2. While 
it is unlikely that either group will reach the board 
edge in sufficient strength to win the scenario, the 
group that gets there first can turn and attack the 
remaining defenders in the rear. Naturally, this is 
the slowest attack of ali and always isolates one 
assault group from the other. 

Our recommendations? 

Well, to tell the truth, we think that each has its 
own merits if executed properly. Which brings us 
to the heart of this article. If you decide to accept 
the Russian model of mixed tank types, then a 
frontal assault can be quite acceptable. As your tank 
formations tend to be slow, you must be careful not 
just to string along the road. Use bypass movement 
to pass through the town. You have the time to use 
your heavier weapons to blow away any exposed 
defenders. Further, by staying bunched together, 
you will tend to have multiple shots on any unit that 
attempts to close upon your flank. What we try to 
accomplish is to "leapfrog" forward by keeping the 
rear platoons in Motion and stopping the advanced 
troops. This minimizes the risk of throwing a track 
and gives you lots of time to shoot. The groups then 
switch roles. We have tried to channel the frontal 
assault onto one of the other boards, but there never 



seems to be enough time to exit. The KV-2 should 
always be in the middle of the formation to minimize 
any possible incoming Immobilization fire. As much 
as possible, everyone should initially be in platoons 
of three vehicles so that if one tank is lost, the rest 
may continue to move without a die roll. 

If you prefer the German method, then go for the 
flank/ wing or envelopment attack. 

If we choose the flanking maneuver, we like to 
throw the T-34 plus a BT, perhaps followed later 
by the KV, onto the ridge line of hill 522. The rest 
of the tanks go forward in platoons of similar units 
down either Board 2 or 4. The fire from the ridge 
line suppresses German movement and prevents the 
defender from shifting everything over to the threa- 
tened flank. The advancing troops can't take a lot 
of time to shoot, but your guys on the ridge can 
shoot all day. Keeping the maneuver element close 
to the edge of the board insures that one flank is 
secure. The trick here is knowing when, or if, to 
move the support team off the ridge. We recom- 
mend that the support platoon be two vehicles; that 
the KV operate independently {since it has a radio), 
and that the advancing elements be three tank 
troops — for the reasons stated above. 

The envelopment is surely the most difficult tactic. 
We select the vehicles with the best cross-country 
movement for advancing across Board 4. The slower 
AFVs, plus your armored car, move along the road 
and ridge line of Board 2 . What you want to happen 
is to have the BTs and T-34 get into position to strike 
at the rear of lulls 534 and 547, thus allowing your 
vehicles on Board 2 a chance to exit. Your best bet 
is to mix two- and three-tank troops, for you will 
surely need to roll for independent movement. 

Our testers found this scenario to be well 
balanced. The likelihood of success depends more 
on skill of execution than on luck. Albeit a heavy 
dose of bad luck can sink any plan, the Russians 
in GEN-Q have more powerful guns, units with 
almost invulnerable armor, and the ability to take 
notable losses and still win. We hope you enjoy the 
accompanying scenario. 
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These notes continue the series of commentaries 
in the Clinic pertaining to the scenarios published 
with the previous installment of this column (in this 
case, with Vol. 26, No. 1). The intent is to provide 
the ASL player with one of the numerous possibilities 
for defensive setup, attacker initial placement and 
basic tactical approaches for both. Having had 
several months to examine your own approaches to 
our Clinic scenarios, the reader can now compare 
his findings with our summation. 

After Action Report— 
The St. Goar Assault 

GERMAN: Place Wire in 2X5, 2V5, 2U6, 2R6, 
3P9 and 3E10. In the 2nd floor of lE4goes an 8-1, 
a 4-6-7, one 4-4-7, a HMG and MMG, In 1C1 the 
StuG III facing 1B1/1C2. In 1F6 goes two 4 -4 -7s 
and two LMGs. 1CC5 has the 81mm MTR with 
crew, a foxhole, and an Opel Blitz. In the 2nd floor 
of 1BB4, 8-1 , 4-6-7, 44-7, 2-3-7, HMG and MMG. 
Two LMGs manned by a 8-3-8 and a 4-4-7 in 1 Y8. 
A 44-7 and foxhole in each of 3M 10, 3L9, 3K10 
and 3J9. A 4-6-7 and foxhole in each: 3N9, 3110, 
3H9 and 3G10. In 3F9 place a 4-6-7 and a LMG. 
On the 2nd floor of 3N2, place the 9-1 , two 4-6-7 
and a MMG and LMG. In 301, 2-3-7 with 50mm 
MTR. In3Nl, the 6 + 1 and a 2-4-7. In3Nl,2nd 
floor, the last 2-4-7. 

ATTACKER'S TACTICS: Obviously, boards 2 
and 3 are the easiest to assault as you only have to 
seal off one edge. Nonetheless, I prefer to land on 
Board 1 . If you decide to go for the end boards, 
I suggest that on Tum 1 you land three squads at 



the junction of boards 1 and 2, and three squads at 
the junction of boards 4 and 3 so as to leave the 
German in doubt as to your final intention. If you 
decide to go for Board 1 , go for either end of it with 
everybody. Flamethrower and HS always lands first. 
Time is incredibly short, so go ... go ... go! 
DEFENDER'S TACTICS: You must decide on 
Turn 2 where you will reinforce. Move units toward 
the edge of the board you think the U.S. player will 
try for. If it looks like the U.S. player is gunning 
for Board 1 , use the Advance Phase of Turn 2 to 
link up some of the squads at the water's edge so 
that more guys can move out on Turn 3. When you 
see the American is getting stronger, pull back. 
Remember, he has to come to you. Don't forget that 
fire lanes work great through Smoke and fog. 

The Road to Wiltz 

AMERICAN: Set up one AT mine in each of 2S8, 
2S1 , 2Q1 , 202, 2K2, 212 and 2E3. Then place Wire 
in 2U2 and 201. An M7 goes in 208, facing P7/P8; 
the M10 in 205 (VGA 06/N7; TCA P5/P4). With 
the M10 place 8-1, 6-6-6, DC and Baz. In 201, 
under the Wire, place 9- i , two 6-6-6, Baz and MMG 
and ?. In 2L1 , the roadblock faces hexside M2. In 
2J6, put four ?. In 2H0, 105 ART (Hl/Il) with 
2-2-7. In 3T4, one ?, 7-0 with two 7-4-7s, 3-3-7, 
two DC and the FT. In 3R5, put an ATG (facing 
S6/S5) with crew. In 3P2, another ATG (Q3/Q2) 
with crew. In hex 301 goes an 81mm MTR (P1/P0) 
with two 2-2-7s. In 3N2, one ? over 9-2, 6-6-6, two 
MMG. In the 2nd floor of 3N1, put an 8-0 under 
a ?. In 3N0, the other 81mm MTR (Ol/OO) with 
2-2-7. 3M1: ? over 8-1 and 3-3-7. In 3J2 facing 
K3/K2, an 105mm ART with crew. 

ATTACKER'S TACTICS: The road may look 
enticing, but the U.S. player can bottle you up in 
a long column for turn after tum. You must immedi- 
ately advance some MGs onto the heights of Hill 
538 while your StuGs maneuver to go around Hill 
62 1 away from the road. You are so strong that you 
can easily afford to throw away a bunch of HS , and 
even a tank or two, in recce. When possible, go 
behind the defenders. Your goal is to have tanks 
and infantry on Board 3 by Turn 7. The only way 
to do this is to stay mounted and roll AFVs through 
the 2M8 gap. However, at least two or three AFVs 
are needed to help clear the road so that your trucks 
can drive forward. Consider putting one IgdPz IV 
up onto the third level for long-range fire support 
{at the very least, the U.S. player will have to use 
some mortar fire to smoke it). 

DEFENDER'S TACTICS: You'd like to hold all 
the Germans on Board 2 for seven turns. Against 
an aggressive German player, this is unlikely. You 
can hope to prevent the German infantry, trucks, 
and any supporting AFVs that advance along the 
road from reaching Board 3 before Tum 9. The 
German force is so strong that even if you play the 
fallback defense, he'll be able to swamp any defen- 
sive position. Keep falling back so that the German 
must come onto your guns. Carefully tape out the 
LOS from the second story building. Use your 
mortars to protect your Board 2 defensive positions, 
Figure on losing everything that sets up on Board 
2 if that lets your reinforcing armor get into position, 
If the German does throw his unsupported armor 
onto Board 3 before your armor arrives, use your 
engineers to counterattack. ,. 




Dear Mr, Martin: 

Really enjoyed the WEST OF ALAMEIN 
issue of The GENERAL. All but the pan I was 
tooking forward to most— the "Infiltrator's 
Report'". I thank you for mentioning my Game 
Collector's Guide^ Wargames,. but unfortunately 
a wrong address was listed and anyone inquir- 
ing or ordering, the book from there will have 
their letter returned as "Undeliverable", The 
correct address is: 

PANZER PRESS 

11530 West S4ih Place 

Arvada, CO 80005 
if you gee any calls or inquiries regarding this, 
please pass along this information. 

Tom Slizewskl 

Arvada, Colorado 

•*••• 

Dear Mr. Martin.. 

After wargaming for nearly 25 years and 
never having whiten Avalon Hill 1 this missive 
is long overdue. Allow me to express my appreci- 
ation to all those concerned for several of AHI's 
recent releases, namely: THUNDER AT CASSINO, 
TURNING POINT; STALINGRAD, and SIEGE 
OF JERUSALEM. These games are easily 
learned , fun to play h and have plenty of heart- 
rending excitement. These qualities have 
rocketed these to the top of my "favorites" list 
(up there with TLB and ANZIO). 

What I find irksome is that there are many 
gamers who will not purchase or play any of 
these new releases-^two of them don't have hex- 
agons and have unusual mechanics of play, and 
SIEGE OF JERUSALEM doesn't have panzers 
or take place in the 20th Century. These guys 
don't know what they're missing. Thank you, 
Avalon Hill, for continuing to put out the innova- 
tive and unusual, for continuing to go where 
other companies fear to tread, for 35 years of 
great wargames. 

Richard Edelblute 
Virginia Beach, Virginia 

***** 

Dear Sir, 

I want to thank everyone at Avalon Hill for 
their fine work and dedication. In particular, Don 
Greenwood because, after all these years, one can 
see that his opinions and analysis of the state of 
our hobby was always right- He was the first to 
point out that the flood of new games in the 
Seventies was not a blessing. He said that the in- 
dustry would suffer from it in the long run. And 
right he was. While this period brought us 
perhaps 2$ or 30 outstanding game designs, the 
majority of those games were merely pulp. Then 
he warned us that people with computers would 
use them mainly as toys. I fully agree. A com- 
puter game is "fun" and a passing of time. But 
everytimc [ play my 12-year old copy of TRC I 
do not have to worry about compatibility, dis- 
rupted disks, viruses and— most of all— lazy 
programming and bugged AL 

I think PacMania did far more damage to our 
hobby than fantasy or family boardgames. Even 
the most recently published computer wargames 
can not convince me. And I have been working 
and playing with them over the past 1 1 years! 
Perhaps the computer-toy is now finally back into 
proportion with the Atari hand-held Lynx! Fine 
to kill aliens on the bus or in the back scat of your 
ear. But please do not try to put Napoleon on 
your fuzzy-looking micro color screen. Worst of 
all are those who bdieve computers will help in 
the number-crunching department. Nothing could 
be further from the truth. Try to craft this sort 
of program for THE LONGEST DAY and you end 
up typing in endless lists of numbers, full of 
errors and no pleasure. 

Still, all this hasn't helped the kind people 
of Avalon Hill:; they have been led to make the 
biggest mistake they ever made — the worst 
influence of a media-consumption society: sim- 
plicity. Be it computer games or video-news, 
people tend to prefer "fun'\ "easy"' time- 
passing. And all this is killing, slowly but surely, 
our beloved wargame industry - 

As a reaction to The GENERAL, Vol. 25, 
#4, ! have to say that in 12 years, this is the first 
time 1 fully disagree with the statements of the 
editor. Indeed ENEMY IN SIGHTS NOT a simu- 
lation, and it is NOT worth an article in The 
GENERAL, Furthermore, it was not very polite 
to call Mr. Wawrzyniak "narrow-minded". 

If we wargamers 1 j ked wargames just for the 
'"fun'" or strategy elements, we would all be 
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involved in playing MB or Parker games, which 
are so much more easy to come by. Wc would 
long ago have been calling for AH to publish 
tactics articles for Tic'Tac-Toe and other ""fun" 
games. Bui those desires were NEVER expressed 
by your loyal buying and devoted readers. 
Imagine, on pure and great wargames like GUNS 
OFAUGUSTot FREDERICK THE GREATonly 
two or three articles were ever published in The 
GENERAL. Those games are even on the discon- 
tinued parts-list now, while The GENERAL could 
have been the ideal tool to teach their rich and 
engrossing play. 

Still, I am convinced that you sec those 
dangers ahead and efforts should be made to 
preserve all those treasures we had after all these 
years. Surely Mr. Greenwood shows once more the 
way by re-designing the memorial JERUSALEM. 
I consider three out of four GENERALs in a row 
without a real wargame (25. #4-6 and 26, 01 ') as 
a feature a very dangerous attitude to your 
opinion-leader public. And I am afraid that I am 
far from the only one to write this kind of letter 
in the months to come. Look at mc: I have all 
the great AH wargames (except the ASL series), 
where do I stand in the following year as a loyal 
fan of my favorite company? 

Bosnians Benny 
Mechelen, Belgium 

/ would imagine that you stand with most 
of us stilt. But, as I've said before, t think that 
the span of our hobby is wide enough to encom- 
pass games as diverse as ENEMY IN SIGHT, 
GETTYSBURG '88, ASL and MERCHANT OF 
VENUS. (By the way, which of these four issues 
featured the ' 'real wargame ' '?) 1 •■•■■■ mi-: be cute 
of the first to grant that games thai simulate 
history, with alt their complexity, can be engag- 
ing and enjoyable; indeed, part of the enjoyment 
lies in that complexity. But I would hope that 
most readers are broad-minded enough to grant 
that simple games, ones whose historical basis 
consists of a wink and a nod, have their place 
too; and that part of the enjoyment lies in 
their simplicity. Both GUNS OF AUGUST and 
FREDERICK THE GREAT were featured in 
issues in days past; I'll not deny that same 
exposure to the four listed above. It remains to 
be seen if further articles arrive on these or if, 
like GOA and FRED, your compatriots fail to 
supply as with suitable jitrther material. And that, 
for my purposes* is the best way to judge how 
' 'pure and great" a game may be- 

• ••*• 

Dear Readers: 

Support. That's the name of the game. Sup- 
port between your local store and you. 

How many of you are familiar with the inner 
workings of the gaining industry? 1 am a small 
game store owner who would like to explain this 
to you. Our industry works on what is known 
as the "three-tier system 1 \ consisting of 
manufacturer, distributor and retailer. The 
manufacturer's job is to produce an entertaining, 
high-quality game. A distributor acts as a ware- 
house for both manufacturers and retailers. 
Through the distributor, the manufacturer is able 
to sell large quantities of games, which are then 
sold in smaller numbers to retailers. Retailers 
then sell these products to you. Beyond just sell- 
ing games, the retailers provide other services 
as well. Wc offer a place for you, the consumer, 
to physically look at the game you are interested 
in— beyond just reading about it in a catalogue 
or magazine. We also provide a place for you 
to meet others who share your interests. 

I have a simple question: from where is your 
next game purchase coming? In recent years, T 
have seen ever more advertisements from manu- 
facturers providing ways for you to order games 
directly from them. Asa general rule, manufac- 
turers support retailers. They would prefer not 
to have to deal on an individual basis with the 
consumer. Why then would they provide a direct 
means for selling their games, thereby bypass- 
ing both the distributor and the retailer? The 
answer is simple: these direct sales were primarily 
created for those of you who do not have easy 
access to a game store. For that purpose, this type 
of advertising is good for the industry. However, 
it is not good for the industry if sales are taken 
from local stores. 



The majority of people do not realize the 
small margin of profit inherent in this type of 
business. This means that I, my employees, and 
all the people who are employed by our distri- 
butors rely on you. It also means that you are 
the driving force behind the industry. You will 
make the decision as to how n is structured in 
the future. Will there be enough sales for 
specialty games stores to thrive and for new ones 
to open? Or will they slowly die out? Remem- 
ber, every purchase you make makes a differ- 
ence. From the newest game to that old classic 
to that current issue of a magazine. 

Finally, it must be remembered that without 
retail stores, our hobby will wither and die. 
Stores arc a necessity if our hobby is to have 
growth, Tt is a must for new people to have a 
place where they may sec games for the first time 
and meet others to play . Please support us so we 
may continue to support you. 

Jerry Dickcrson 

San Luis Obispo, California 

• •••• 



Dear Sirs: 

Although I have had an article published in 
The GENERAL, 1 have never written a so-called 
letter to the Editor. However, experiences over 
the last couple of years have prompted this com- 
munication. In order thai the readership under- 
stand the significance of this letter, I will take 
just a line or two to summarize my wargaming 
background and my experiences with Avalon 
Hill. 

I first started wargaming in 196$ [GETTYS- 
BURG). I have been a subscriber to The 
GENERAL since the early '70s. An article J wrote 
was published in the magazine in the laic '70s. 
And I have dispatched over 300 questions regard- 
ing the rules to Avalon Hill. 1 maintain two com- 
plete sets of ASL (including rulebook, modules 
and boards). You can see my experience (' 'rela- 
tionship" is perhaps the better word) with the 
company is something other than miniscule. The 
products have always been first cJass; my ques- 
tions have always been answered; and I have 
always been courteously treated. But, it is this 
last that I wish to expand on. 

I do 90% of my purchasing through the 
Order Department at the end of your Toll-Frce 
telephone number. 1 have never had an order 
screwed up and have always received prompt and 
courteous service therefrom. In particular, I had 
been becoming wildly impatient regarding the 
1989 ASL Errata (as you can probably imagine). 
Your Marlene Sorrentino has dealt with mc 
numerous times on the phone when I've placed 
orders, and has certainly taken extra effort to be 
helpful as I've inquired about the shipping of the 
errata (to include finding out when my copies 
were shipped and verifying that it was a quantity 
of two). Marlene— working in the particular 
department that she does— represents Avalon Hill 
to the purchasing public, and does so in a manner 
that Avalon Hill should be proud of and com- 
mend/recognize her for. I sincerely hope this 
letter is brought to her attention. 

Ed Caswell 

Knob Noster, Missouri 



• •••* 



Dear Rex. 

I am glad to hear that there are 1 5 -year old 
wargamers entering our hobby, such as Aaron 
Schwobel (Letters to the Editor, Vol. 25, No. 
6). I am sorry to bear that he considers himself 
a victim of age discrimination. In my experience, 
wargamers as a whole are an extremely tolerant 
group of people, willing to trounce anyone on 
a mapboard, regardless of race, religion, age, 
sex, appearance, or (in the latter stages of a con- 
vention) smell. The informal group in which 1 
regularly play welcomes anyone. It is normal for 
me to have opponents half my age, although they 
arc still a bit older than Mr. Schwobel. 

I have done a lot to encourage new people 
in the hobby, especially in ASL. 1 wrote the 
"Squad Leader Training Manual" included in 
PARATROOPER, and a "Programmed Instruc- 
tion" approach to learning ASL for the upcom- 
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ing 1990 ASL Annual. I would hate someone to 
get turned off from ASL and the hobby in general 
because some thoughtless, "mature" gamer 
refused an opponent because of his age. 

I am proud to say that I have playtcstcd all 
the SUASL modules and gamettes since the very 
beginning, in 1977. 1 can't speak for Bob 
McNamara, but I suspect thai he wants to keep 
on playtestcrs who make valuable contributions - 
I also suspect that a number of playtest groups 
peter out and have disappointing performances, 
and that there are new playtest groups added for 
each module. If Mr. Schwobel wants to be a play- 
tester, I suggest that he gets Mr. Mc^amara's 
attention; for example, write a good article on 
some aspect of ASL for The GENERAL. Mean- 
while, even though I am over 40, 1 am not as old 
as Mr. Schwobel seems to think; I am hardly in 
need of a "break from playtesting" quite yet. 

Jim Stabler 
Falls Church, Vj 
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Dear Mr. Martin: 

1 have a couple of issues worth of comments 
here, so in no particular order, here they are: 
Re: "Let Us Cross Over the River" 

1 was very sorry to see that you had the 
"luxury" to publish this piece of fiction. Since 
when has The GENERAL become a speculative 
fiction magazine? Don't misunderstand me here; 
"What Tf is the greatest appeal of wargames, 
and an amide on Jackson's possible presence at 
Gettysburg or the addition of Ransom's and 
Corse's brigades (as was done in GETTYSBURG 
'77) would have been most welcome. But 17 
linear columns of this ridiculous narrative and 
its absurd premise is a waste of time, space and 
ink. If this is to become a regular feature of The 
GENERAL, I will definitely have to find a dif- 
ferent magazine. 
Ret Younger Gamers 

1 sympathize wish the plight of younger 
gamers (1 started playing at the tender age of 9) 
and our group (Interest Group Milwaukee) en- 
courages younger gamers to attend. However, we 
are limited by practical and legal concerns, vis; 
transportation and alcohol. 

Transportation for those gamers without a 
car is very difficult for our group, which draws 
its members from over a 50-mile radius. If you 
are not on the way of some farther flung mem- 
ber, most of us barely have time to get home from 
work, grab a bite to eat, and rush off to the 
games. Consequently, our nine regulars require 
seven cars to get them together. A younger mem- 
ber living outside the bus lines is at a grave dis- 
advantage. 

Legal concerns arc specifically alcohol- 
related. Our group has a serious social bent, and 
several members have been known to have a beer 
whilst gaming. Unless their parent or legal 
guardian is around (or they are 2 1 ) a wc are tech- 
nically liable for contributing to the delinquency 
of a minor. While the possibility is remote, all 
it takes is one irate parent and our members 
would be in deep doo-doo. However, wc already 
have one successful father-son team and are al- 
ways willing to adopt more. 
Re: Large Conventions 

Yes, I agree that the three biggies can be 
overwhelming (as for quiet, have you tried the 
bar at GenCon; highly recommended), I do feel 
that you present the wrong impression by stereo- 
typing Origins as a boardgame convention, 
GenCon as a fantasy convention, and HistoriCon 
as a solely miniatures convention. By far the most 
common games played at both Origins and Gen- 
Con arc role-playing evenrs. However, these are 
not exclusive of other kinds of gaming. Indeed, 
there were over 100 miniatures events and over 
SO boardgames events at GenCon last year. 
Stereotyping hurts conventions, leading to a 
"Cateh-22" situation of people who won't attend 
because the games they want to play aren't avail- 
able, and judges who won't run events because 
no one signs up. Speaking from personal ex- 
perience, boardgame and miniature gamers who 
run events at GenCon will receive a warm 
welcome from the staff. 

Jayson Gralewicz 

Kansasville, Wisconsin 

To take issue with but one of Mr. Gralewicz 'J 
points, I don't feel Mr. Moore 's piece of fiction 
to have been a ' 'waste of time, space and ink. ' ' 
Nor, it seems, do others— if the individual article 
ratings for Vol. 25, No. S {reported in the 
"Infiltrator's Report" last issue) are taken as 
representative. 



42 



THE BULGARIAN GAMBIT 

The Balkan Key to THIRD REICH 

By Don Spitz 



In his article, "Axis Southern Yearnings" (Vol. 
24, No. 6), Mark Nixon's strategy for the conquest 
of the Mediterranean is feasible, but full of dangers 
and potential delays— as he readily admits. Conquer- 
ing all the Western and Mediterranean Front minor 
countries and enemy colonies by the Spring of '42 
is ambitious, to say the least, and even possible; but 
in practical terms, it is not as easy as it sounds. 
Although he is certainly free to make assumptions, 
which he believes to be true, there's still those 
precarious Axis positions in the Fall of 1941 to 
consider. 

At that point, most of the Axis armor is either 
in Spain or spread throghout the Med Front, along 
with the entire Luftwaffe poised to strike at Gibraltar, 
A crucial period, which I call "The Custer Syndrome", 
as there exists too many opportunities for Russia 
and Britain to spring nasty surprises on the over- 
extended Axis. This is especially prevalent along 
the Eastern Front, where German infantry, along 
with Hungarian and Rumanian troops, guard the 
"back door" in the Fall of '41. Of these minor 
forces, half may not even be activated, since Mark's 
preference lies in not sending Foreign Aid in 1939, 
but instead waiting until late 1940. In my opinion, 
a miscalculation, for a determined Allied response 
can send around 70 BRPs (36 British and 34 Russian) 
of Foreign Aid in 1939-41 compared to approxi- 
mately 53 German BRPs during 1940-41 . The table 
below illustrates some possible consequences: 



expenditure. Because of this, Britain need not counter 
with any Spring Foreign Aid of her own, in order to 
delay their activation until the Summer of 1942— one 
year late! Additionally, there's the lost revenue from 
inactive minors to consider (e.g.. Summer '41, BRP 
carryover, and their basic value in each YSS), Com- 
bined with the Foreign Aid already expended by 
Germany, this can reach a staggering total, a burden 
Germany must bear alone. Conversely, since the Allies 
approximately split their 1939-41 Foreign Aid costs, 
Britain's share is but a mere 12 BRPs per year. 

Beyond the problems of activation, there are other 
pitfalls for Mark's strategy. In the section on the 
Greece-Turkey campaign, Mark devotes extensive 
coverage to how Germany can mass enough fire- 
power to quickly overrun Turkey. The problem is 
that no more than a total of 20 ground/air factors 
can be placed in inactive German Minors. One 
strategy Mark proposed was to eliminate the German 
infantry garrison in Finland just prior to attacking 
Turkey. In this way, three additional factors could 
be placed in Rumania or Bulgaria. Although Mark 
states that this ploy is not required, in-depth exami- 
nation is necessary to inform beginning players of 
the hazard of such a move. 

An astute Russian player might simply ignore Fin- 
land, not attack, and bide his time. Why? Because 
the German may well have removed the restriction 
barring Russia from declaring war prior to the Fall 
of 1941. Normally, 20-21 German factors are re- 
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Afore.' Although only an example , Allied Foreign Aid 
can be allocated at the end of the Winter turns in 
1939-40, whereas Germany could not counter it until 
the following year. In the Spring 1941 , Allied aid is 
distributed after the German allotment, thereby prevent- 
ing Summer activation of up to three-fourths of 
Germany's minor allies. Of course, this fraction can 
be lower, dependent on when/how Germany attacks 
Turkey. 

Therefore, instead of Bulgaria being active in 1941 
(as Mark shows) . it is more realistic to believe it (and 
other minors as well) will remain inactive in the Summer 
of '41 . But the problem doesn't end here, as all inactive 
minors will be saddled with an additional handicap since 
Germany is due to declare war on Spain on the follow- 
ing rum. Thus, instead of rolling a "1" or higher to 
activate the remaining minors in the future, Germany 
must then roll a "6" or better (46.3). In essence, this 
equates to having five more Allied BRPs to overcome 
for each inactive minor. Because of this, Germany 
would not gain the inactive minor's BRPs in the 
Summer, nor carry them over into the 1942 YSS. 

As the examples show, Germany must overcome the 
Allied Foreign Aid lead, the imposed penalty for 
attacking Spain, plus counter potential British Spring 
1942 Aid. But even this effort won't be able to acti- 
vate any minors in the Spring, since activation takes 
place at the start of a rum before any Foreign Aid 



tained on the Eastern Front; but by removing the 
infantry garrison in Finland, if not careful Germany 
could then default on the 20-factor minimum re- 
quirement. Building or SRing a new unit to the 
Eastern Front is too late, since the requirement must 
also be met at the end of the Movement Phase. Fur- 
thermore, this breach lifts the ban permanently 
(43.2), so Russia needs only await an opportune time 
to launch a surprise attack. This is not to say a 
German player couldn't avoid this situation, but how 
many of us have ever played a faultless game? 

In his recommended invasion of Turkey, the 
Italians are to first secure northern Greece as a stag- 
ing area, as this effectively doubles the German's 
assault strength. A viable strategy, which works 
very well. Mark also mentions that Britain's inter- 
vention in Greece could tie up one or two British 
units; in Turkey, it's better to face and maul them 
there rather than in Egypt. This military assessment 
could be true, but on the other side of the coin, there 
are the economic factors to consider. Although 
chances are good for a German Winter attack on 
Turkey, there are reasons for not doing so. With 
Italian troops in Greece and the Germans across the 
Turkish Straits, what might the British do? One 
answer is to intervene in Greece by SRing a replace- 
ment into mainland Greece, or to one of the Greek 
islands (i.e., Andros). Meanwhile, another unit can 



be SRed into Turkey. 

The accumulative economic effect is immediate 
in the 1941 YSS. By carrying over Turkey's 30 
BRPs (30 = .4 = 12) and some British BRPs 
(8 x .4 =3), Britain achieves a new BRP base of 140. 
Adding Greece's and Turkey's BRP values, Britain's 
1941 allowance increases to 180 BRPs. This allows 
Britain to build six ASW units and to increase 
Foreign Aid to 18 BRPs— a 50% increase above 
standard game levels in both areas. Some might 
think Britain would suffer economically through 
such action, but this is not the case. In gaining the 
above advantages, Britain spends zero BRPs to in- 
tervene in Greece and Turkey. And even the replace- 
ments can be saved by SRing them out on the turn 
after intervention. So, even though Britain might 
spend more on Foreign Aid/ ASW units yet lose 
Turkey, Greece, Egypt and Gibraltar in 1941 , her 
economy would still be in better shape than if she 
had done nothing at all. This is because gaining the 
Turkish and Greek 40 BRPs for free and then losing 
them equates to a zero-sum loss. And Egypt/Gibraltar's 
50 BRP loss would be offset by the 12 BRP carry- 
over from Turkey in the YSS. 

Ironically, this carryover gives Britain the minimum 
number of BRPs necessary for its 1 94 1 Foreign Aid 
program. One should remember that all eventual 
BRP losses will be subtracted from Britain's new 
1 80 BRP allowance, rather than from a much lesser 
normal amount. Note also, that such losses would 
not affect Britain's new BRP base, ASW, or Foreign 
Aid totals. With these thoughts in mind, an ex- 
perienced German player might adjust his time 
frame for the attack so as to avoid giving Britain 
such a windfall. This decision, of course, rests with 
your own particular timetable. The key though, lies 
in the timeframe of the French surrender. If France 
succumbs in the Fall of 1940, Winter will be needed 
to SR the elite airborne and air units into the Balkans 
in order to blitz across the Turkish Straits by Spring. 
Although Britain could still intervene, her economic 
gains would be significantly reduced. 

Although my comments concerning the "Mediter- 
ranean Power Play" may seem censorious in nature, 
they are meant only as constructive criticism. I have 
enjoyed Mark's many fine articles in The GENERAL; 
so, with all due respect, the following is intended 
to polish a few rough facets off Mark's otherwise 
"diamond" strategy. 

And so, how can one sidestep a potential 
"Custer's" fate when using the "Mediterranean 
Power Play" concept? Mark discusses flexibility, 
adaptability, and the opportunity to divert back to 
a standard game strategy. An analysis into which 
my "Bulgarian Gambit" fits right in, allowing Axis 
players to: 

1) Place unlimited firepower (more than 20 
factors— 25.6) in Bulgaria prior to blitzing 
Turkey . 

2) Slash British Foreign Aid to Hungary and 
Rumania (33.6). 

3) Launch an attack on Spain prior to the Fall 
of 1941, without being overly concerned about 
prestige (46.3). 

4) Avoid the "Custer Syndrome". 

State Funeral 

Just how does one amass enough firepower to 
rend Turkey apart on an initial blitz? In Mark's 
"Base Greece", the additional northern Greek hexes 




Flfure 1: Because Yugoslavia and Bulgaria are no longer neutral, 
British Foreign Aid routes to the Balkans arc cut. 

alleviate the 20-factor limit allowed in inactive minor 
neutrals. A viable military solution, but I feel there's 
a better way (there always is it seems), where one 
can have unlimited factors available to slice and dice 
Turkey. My solution is straightforward— bash 
Bulgaria. Yes, that insignificant German Minor 
Ally, lying at the crossroads of destiny can be 
sacrificed for the greater good of the Third Reich. 

The reasons are obvious. Once attacked, Bulgaria 
is no longer a neutral minor ally, but simply a minor 
country. Therefore, the 20-factor restriction no 
longer applies. Naturally, Bulgaria's army is then 
no more, but considering that it is only good for 
garrisoning Yugoslavia, Greece or European Turkey, 
and that the Slav /Greek partisans outnumber its tiny 
army anyway, the end result is worth the loss. 
Militarily, the loss of five Bulgarian factors can 
easily be made up by other Axis forces in combating 
future partisans. A minor adjustment considering 
the significant strategic impact on the Mediterra- 
nean Front. 

So, who's to do the deed? Germany might offen- 
sively crush Bulgaria in the Fall of 1939, but such 
action definitely overstretches the Reich's manpower 
and treasury this early in the war, A less costly 
method is to conduct several attritions between 1939 
and the Fall of 1940, until Bulgaria's army literally dis- 
appears. The negative aspect of this is that Germany 
does not then receive Bulgaria's BRP value in 1940. 
(However, there is a positive side, which will be 
discussed shortly.) 

Another method might be to first let Italy con- 
quer Yugoslavia in the traditional method (attrition, 
then offense), and then have three Italian infantry 
factors from Belgrade march against Sophia in the 
Spring of 1940. Air staged in from Italy supports 
the attack, and it's "goodbye Bulgaria". Neat, 
clean, simple; plus, being neutral, Italy will receive 



Bulgaria's BRPs on the following YSS. With 
Bulgaria knocked out, Italy is then free to join the 
Axis coalition in the Summer of 1940. Although 
Italy still receives Bulgarian BRPs, this will not 
occur until the 1941 YSS. Therefore, the overall 
economic gain in conquering Bulgaria is, in reality, 
no greater than if the minor were activated normally 
in Summer '41. 

However, my point is not concerned with economic 
gains or losses, but lies in removing Bulgaria as a 
stumbling block from southern Axis actions. Bas- 
ing Axis strength in Bulgaria eliminates the need 
for Italy to attack Greece and avoids tying down 
Italian troops in the Balkans when they are of more 
use in North Africa. Additionally, I feel it's more 
advantageous to leave Greece as a buffer zone, for 
now, in order to prevent any possible British inter- 
vention. And once the Mediterranean becomes a 
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backwater area, Greece can then meet its destined 
fate. 

"Nice," one might respond, " 'but is the Bulgarian 
Gambit really necessary for attacking Turkey?" In 
this single aspect, no it's not. If this was the gam- 
bit's only value, I'd go along with Mark's proposal 
of limited factors based in the minors. However, 
the gambit is not just a one result affair, but its worth 
is composed of several levels, each acting as a 
catalyst for the next event. Enhancing the Turkish 
attack is only the first. 

Foreign Aid 

The gambit's second primary effect is to eliminate 
all British Foreign Aid to Hungary and Rumania 
when Germany declares war on Bulgaria in the Fall 
of 1939, or significantly reduce the amount when 
Italy declares war in the Spring of 1940. In order 
for Allied aid to reach the Balkans, a legal SR path 
must exist through controlled hexes. And, for this 
purpose only, such BRPs can also transit neutral 
countries and inactive Axis Minor Allies hexes. But, 
when the Axis attacks Yugoslavia and Bulgaria, a 
diplomatic wall surrounds Hungary and Rumania 
(see Figure 1), through which British aid cannot 
penetrate. Note also that British aid cannot cross 
over any Russian-controlled hexes until Russia and 
Germany are at war (33.62). The cumulative effect 
locks Britain out of the Balkans and limits Russian 
aid to Hungary. The latter being the sole recipient 
for, once Russia occupies the province of Bessarabia, 
no Russian aid can be sent to Rumania. 

Naturally, the gambit doesn't reduce Britain's 
total Foreign Aid grants; it just diverts them else- 
where. But at least it ensures that Hungarian and 
Rumanian troops will be manning the Eastern 
Front's defenses in 1941 . Much safer than the poten- 
tial hazardous situation lurking within the "Mediter- 
ranean Power Play". So, by having alleviated the 
Foreign Aid threat, we now move on to the gambit's 
third effect. 

The Plains of Spain 

Instead of attacking Turkey after the fall of 
France, why not attack Spain immediately? After 
all, the Wehrmacht's already concentrated in France 
so it shouldn't be a problem to move the armor and 
stage air down to the border. In this way, sufficient 
SRs are available to bring in Axis infantry, airbases 
and the airborne units. But some players might be 
adverse to this early invasion, due to 46.3 (in which 
Axis variants 1,3,5 and 7 are cancelled) and that 
Germany must then roll a "6" or higher to acti- 
vate each minor ally. 

Concerning the variants, there's a 60% chance 
that you won't draw one anyway, and this increases 

Figure 2: Upon the fall of Gibraltar, Britain's desert army is £ig- 
nifkanUy reduced. (Not shown is one fleet based in Malta.) 
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to 70% if the Allies draw one of the variant num- 
bers first. But even assuming that you have one, 
what is its true value? Having Iraq become a German 
Minor Ally is nice, but not essential for either 
Mark's or my strategy. Having Vichy France as a 
Minor Ally is more practical and, dependent on its 
size, will determine whether or not it's worth leav- 
ing Spain alone for now. Luckily, a decision like 
this you'll only have to make once out of ten games . 
Activating all German Minor Allies by Variant #5 
is, of course, negated in my strategy, but it is also 
nullified in Mark's as Spain is attacked before 
Germany is at war with Russia. Lastly, the Turkish 
variant is useless, since Turkey's fate is to be con- 
quered anyway. 

This brings us back to the point of where Foreign 
Aid must be sent in order to activate the remaining 
German Minor Allies. Using Mark's Foreign Aid 
preferences for 1940-41, we've seen how it's pos- 
sible that only Rumania would be activated, leav- 
ing Hungary, Bulgaria and Finland needing an 
additional 15 BRPs over that of the Allied amount. 
Coincidently, this is the same additional amount 
Germany must spend in order to activate its minors 
under the gambit. Since there's no difference in cost, 
is the gambit worth it? Let us look forward. 

The Eagle versus the Lion 

Basically unaffected by the loss of prestige, 
Germany could rule Spain by the Spring of 1941 
(or earlier). The actual assault tactics on Gibraltar 
are so well documented in Mark's article that I see 
no reason to duplicate them here. Suffice to say, 
"The Rock" will fall, closing off the Mediterranean 
approximately one-half year earlier than in Mark's 
plans. 

However, a question might arise regarding 
British-controlled airbases in North Africa which 
could be used to defend Gibraltar. Mark illustrates 
these colonies as being Free French, and therefore 
allowed an entire year to overrun them. Of course, 
there's always a 50% chance of these colonies 
becoming Vichy, so the whole point would then be 
moot. But for the sake of argument, does the gam- 
bit allow the Axis sufficient time to dash west in 
Africa? If Germany bashes Bulgaria and Italy enters 
the war by Spring, there are then five turns to 
accomplish this task. Of if Italy conquers Bulgaria 
first, there's still four turns to reach Oran in con- 
junction with Germany's Spring '41 conquest of 
Spain. 

A important difference between the "Mediterra- 
nean Power Play" and the "Bulgarian Gambit" is 
the timeframe in conquering North Africa. In the 
former, British and Free French forces are availa- 
ble for defense; but in the latter, French and British 
reserves would still be engaged in the battle for 
France itself. Therefore, if only one French unit is 
defending all of North Africa (i.e. , Tunis), an Axis 
armored assault incurs no resistance. One German 
and two Lent Italian armored units, using the ex- 
ploitation method (14.4), would simply sweep 
across Tunisia, overrun Algiers, and be adjacent to 
Oran within a single turn. Conquering the port of 
Tunis could then be left up to other forces on the 
following turn. 

Another factor, which may or may not be help- 
ful during the trek through North Africa, is exactly 
when Paris becomes Axis-occupied. At this point, 
the French are restricted to a Mediterranean Front 
Pass option (26.815), meaning any unit(s) adjacent 
to Axis forces are frozen in place. Unable to move 
or SR, none could retreat further west. And after 
Vichy determination, if Free French they are ex- 
posed to attack. If Vichy, Axis forces could 
move/SR through the French position on the fol- 
lowing turn, possibly catching the British offguard. 

In marching west, there's no need to advance far- 
ther than Oran whenever Morocco is Free French; 
once Oran is controlled, all Allied supply routes to 



the west are cut. Although British air would still 
be in supply, any airbase would not be (and there- 
fore must be returned to London). This then leaves 
but one 5-4 air (in Casablanca) within DAS of 
Gibraltar. So, even with this air unit, along with 
the 5-4 in the fortress, all eight Axis air units are 
sufficient to counterfintercept all British air and still 
support a 1-1 attack against Gibraltar. And, in the 
event of an exchange, the airborne is still in con- 
trol of "The Rock". 

So, in the end analysis, there's still time for the 
Panzerwaffe and Luftwaffe to deploy east to deter 
the "Custer Syndrome". Besides allowing Axis 
sailors shore leave, Gibraltar's loss reduces the 
British lion ' s roar to that of a cough due to the sup- 
ply restrictions in Egypt (37.3). Britain is forced 
to pare its military strength down to four ground 
units (not counting Free French) and four naval/air 
counters. In the resulting scramble to evacuate 
excess units, several could end up buried in the 
Egyptian sands. Thus, by the end of Britain's turn, 
the canal's defense might look something like that 
in Figure 2. Now only a shell of its former self, 
the British Desert Army is no longer a threat in the 
Mediterranean and is certainly in no position to 
impede the Axis advance through Turkey. In fact, 
because the Italian navy now rules the Med, Axis 
seaborne invasions, loaded with armor, combined 
with unlimited forces in Bulgaria, would make short 
work of Turkey. 

After Turkey's demise, there is no need to send 
massive panzer forces tolling towards Egypt. In- 
stead, a few Italians can pick off Persia and the 
British colonies through cheap attritions, while 
Germany unleashes Barbarossa against Russia. 
Mark's strategy serves, except for a few Italian fleets 
in Istanbul and Costanta to further stretch Russian 
defenses along the Black Sea coast for a turn or two. 
Such multiple threats can qickly collapse Russia's 
initial defenses, allowing some rapid early Axis 
gains. 

What of the British in Egypt? The answer is to 
let them hang out on the proverbial tree limb by 
using the "Phinx Ploy". Simply contain the British 
there with light units who sit and stare across the 
sands. The idea is to keep British attention on the 
canal, the three objectives (including Malta), and 
the 25 BRP loss that threatens. In this way, British 
fleets, air and ground forces might remain in the 
Mediterranean and not be around to support the 
Allied invasion of Europe. Such forces being out 
of the picture might even delay the Allied landings 
in France for a turn or two. Every little bit helps 
to run out the game clock. 

However, if the British start withdrawing strong 
units and replacing them with weak 1-3 infantry 
units, then the ploy is no longer valid. At this point, 
a quick surgical strike is needed to finish off Egypt, 
leaving surviving British fleets and ground units 
trapped and out of the action for three rums. Any 
remaining British air forces can be contained in 
Egypt forever (or until they self-destruct)— a nice 
touch. 

The reader might ask, ' 'While the British are in 
Egypt, won't Axis forces be tied down defending 
all the Mediterranean beaches?" In answer, study 
Figure 2 again. Although only an example, it is 
unrealistic to expect that any British seaborne in- 
vasion would be successful. Of course, the point 
of invasion is premature, especially since only one 
fleet is based in Egypt, However, by dispatching 
both air uunits back to England and bringing in two 
fleets, a two 4-5 invasion force could be assembled. 
Naturally, this will take half a year to set up. And, 
before sailing on the following mm, Italian troops 
could ouutflank British infantry defenses from the 
east and the west, finishing off Britain's plans, Egypt 
and eventually Malta. 

If British armor were to guard the east-west ap- 
proaches to Egypt, a two-infantry invasion force 



might land somewhere — but to what end? Occupy- 
ing a bit of beach would hardly be sufficient cause 
to excite Britain's Parliment and people. In 
countering, only one Axis armor need be SRed near 
the Allied beachhead to prevent any Allied units 
from marching inland. Doing so would only en- 
danger their own supply line. Meanwhile, with 
Egypt's defensive garrison cut in half, it would not 
survive long. So, the end result is that not one 
Mediterranean beach need be defended against sea- 
borne invasion from Egypt. 

The Eagle versus the Bear 

Whether Russia is attacked after Gibraltar falls, 
or immediately after Turkey is conquered, pushing 
the Russians back is fairly easy; but it is almost im- 
possible to force a Russian surrender, due to several 
reasons: 

1) Barbarossa is launched too late in the war. 

2) Russia possesses vast areas into which to 
retreat. Therefore, loss of territory is a minor 
inconvenience. 

3) Its recuperative powers allows Russia's army 
to take a licking and still function. 

4) Massive reinforcements arrive from Siberia 
in the Spring of '42. 

Russia doesn't need to match Germany's quality in 
firepower, as the sheer quantity of Russian force 
has a quality all its own. If you believe, otherwise, 
then "good luck", because a fully -mobilized Russia 
possesses more ground combat units that the com- 
bined might of Britain, France and the U.S. (dis- 
counting replacement units). Therefore, I whole- 
heartedly agree with Mark's assessment of push- 
ing the Russians as far back as possible, before their 
inevitable counteroffensive takes place. 

Once the Russian bear rises up to its full height 
and the Allied invasion of Festung Europa is 
imminent, you'll have to direct your efforts towards 
organizing some effective withdrawals. Like the 
Roman Fabius against Hannibal, you must become 
known as the "Delayer". Initial conquest is easy; 
being skillful in defense, that's an altogether differ- 
ent matter. 

In Other Words 

The "Bulgarian Gambit" can enhance, but not 
guarantee, an Axis victory in THIRD REICH. No 
strategy can promise that, as for every new idea that 
comes along to you, your opponents will eventually 
work out a counter-strategy. This is what makes the 
game endlessly interesting— all the variables that 
constantly alter the tide of war and the eventual out- 
come. Thus, I feel, both sides can never have 
enough options to consider in this ever-changing 
game. I hope to have demonstrated the gambit's 
value in a "Mediterranean Power Play". Or if it 
fits your style of play. 



* 



COPY SERVICE 

If the reader should need a copy of an article from 
an out-of-stock back issue of The GENERAL, 
The Avalon Hill Game Company does provide 
a photocopying service (black/ white only). The 
charge for this service is $1 .00 per page, with 
a minimum order of five pages required. Please 
specify the article title, volume and number of 
the issue it appeared in, and the pages on which 
it can be found; the new 25-year GENERAL 
Index is invaluable for this. Standard Avalon Hill 
shipping rates of 10% of the amount of the order 
must be included (20% for Canadian orders and 
30% for overseas orders). Maryland residents 
please also add 5% state sales tax. 



45 



COUNTERING THE BLITZKREIG 

Soviet Strategy in HITLER'S WAR 

By Tim Kitchen 



Commanding the Soviet Union in HITLER'S WAR 
can be a rather thankless job. In most games you're 
taking the brunt of a massive German offensive 
while the Allied player is comfortably sitting behind 
the Atlantic building bombers and amphibious 
points. Oh, he may be playing cat-and-mouse with 
Rommel in the deserts of North Africa; but that is 
child's play compared with what you are facing. 
Ever wonder why Stalin was so adamant about the 
Allies launching a second front as early as 1942? 
Play the Russians in HITLER'S WAR and find out. 
This article will consider some strategic concerns 
for the Soviet Union, both before and immediately 
after an expected German invasion, as well as some 
general defensive tactics to counter that invasion. 
As later game situations are much more complex 
and varied, it would be difficult to accurately present 
a late-game analysis. 

As with any proposed strategy, some assumptions 
need to be made regarding the German plans for 
winning the game. Most successful German strategies 
I've seen follow one basic path. First, an invasion 
of France (usually falling in Turn 1 or 2) and the 
Low Countries, followed by a march through Spain 
and the taking of Gibraltar. This is followed by an 
invasion of Poland, projected into Soviet territory 
in Spring 1941. This is not straying far from the 
historical path, although the order of things is some- 
what different. There is little reason in this game 
for Germany to invade Norway, Greece or Yugoslavia, 
though Denmark will be picked off at some point, 
and at least a token force will be sent to North Africa 
as most Axis players seem to like seeing the PZAA 
counter used historically. The German will be spend- 
ing most of his production effort on mechanized SP 
while researching infantry, mechanized, tac air and 
U-boats. Air defense and bombers may also rate 
some research too, though this will largely depend 
upon Allied production expenditures. The outcome 
of the game will be decided in the Soviet Union, 
as was the outcome of World War II. 

Pre-Invasion Production 

Assuming that the German player does take this 
approach, how should the Soviets respond during 
the non-aggression period? I'd like to present what 
I consider to be a sound, if rather conservative, 
production schedule to keep those panzers out of 
your capital. For the production aspect of the pre- 
invasion turns, consider the following "One- Year 
Plan": 

Turn I: Conquer the Baltic States. In the produc- 
tion phase, rebuild the devastated Baltic States 
production and build one fort in Moscow. 
Turn 2: No attacks. In the production phase, buy 
one infantry point, one fort in Leningrad, and 
research infantry. 

Turn 3: No attacks. In the production phase, buy 
one infantry point, one fort in Moscow, and 
research infantry again. 

Turn 4: No attacks. In the production phase, but 
one infantry point, one fort in Leningrad, and 
research infantry. If the German cost for infan- 
try at this time is only one production point, then 
roll for cost reduction for infantry (an 83% 
chance for at least partial success). 

The explanation of the production expeditures for 
the above plan is very straightforward. The first turn 
of the game will see the Soviets with eight produc- 
tion points and limited options. The only place to 
attack that won't cost you production points is the 



Baltic States, so attack them. Take that production 
point and rebuild it in your own production phase. 
Actually, the rebuilding of the Baltic States' produc- 
tion is an even bet as far as payback goes; you will 
probably only have the production for three turns 
before the Germans take it. Rebuilding the point, 
however, will make the German more likely to feel 
obligated to attack the Baltic Front during the 
invasion and, since rebuilding is at least an even 
proposition, I like to have a healthy production point 
to entice the Germans. Who knows, you may 
actually get to keep it an extra turn or two. Rebuild- 
ing the Baltic production will cost you three of your 
eight points. 

With the rest of your production, build a fort in 
Moscow. The best defense is a good offense — but 
you don't yet have a good offense, and forts are the 
best alternative in this game. That concludes Turn 
1 for the Soviets. The next turns will be completely 
quiet as far as the war goes for you. Your produc- 
tion phase is the only means of response, and should 
be taken very seriously. 

On Turn 2 (Spring 1940), you will have nine 
production points to work with. You will have 
enough for one infantry (three points), one fort (five 
points) and one payment for infantry research. In 
the next turn (Summer 1940), the Germans should 
be heavily involved elsewhere and not really trouble 
you. Again you have nine points to spend. And 
again, purchase a fort and an infantry SP. Spend 
the other for infantry research. This will put your 
infantry research on Track Two on the chart. 

The Winter 1940 tum will probably be the last 
rum before the invasion, so the Soviets must arrange 
their defenses. In the production phase— a fort, an 
infantry point, and a space on the research track for 
infantry. My building that fort in Leningrad is 
simply to balance the fortifications between the two 
most important Soviet cities. An alternative would 
be to place all of the fort points in Moscow and leave 
Leningrad to the dogs since control of any one of 
the three "capitals" (Leningrad, Moscow, or Stalin- 
grad) allows the Soviet player to survive. It may 
be wise to select only one of these three to defend 
if the Germans have an overwhelming army built 
up, but I tend to like the dispersed set-up. The 
Germans can undoubtably concentrate and take at 
least one of the capitals. The effort, however, is 
greatly complicated when both Leningrad and 
Moscow are fortified because it causes the Germans 
to disperse his forces even more to provide enough 
support to take both. As illustrated below, fortifi- 
cations can be a tough nut to crack. 

The research track is really the roulette wheel in 
HITLER'S WAR, Success here very often equals 
success in the game. For the most part, the Soviets 
are restricted to an unglamorous life on the wheel — 
especially in the early game. Deciding when to 
attempt cost reductions, however, is critical to a 
successful defense. Although each game will be 
different, I would like to give some basic advice. 

First, it is generally not a good idea to roll to 
reduce your infantry cost to "2" until the German 
has reduced his to "1". By reducing your cost for 
infantry, you will simply help the German build up 
his reserves for invasion. You will help yourself 
only marginally, because you still can afford but 
one infantry point per turn while buying a fort and 
researching infantry costs (although you would now 
have two points per turn for research spending). 
Also, a research failure at this time will seriously 
hinder your defensive efforts later. In this case, 



although this is one of the few, I think a conservative 
research schedule is the best plan. 

Second, you should never research mechanized 
costs until your own infantry costs are at one point, 
unless you happen to have a spare production point 
"left over" that you can't spend on anything else. 

Third, always keep both your infantry and 
mechanized costs one tech level above the German 
player's until the German cost is at the lowest level, 
or until you can switch over to the offensive and 
start the march on Berlin. 

Finally, you must convince the Allied player to 
follow this same strategy. If the Allied player 
researches and lowers the cost of his infantry or 
mechanized points too early (and usually for no good 
reason), you may have little hope of defending the 
Motherland. As ludicrous as it sounds, staying 
behind the Germans in these key technologies is vital 
to winning the game. The reason is simple. Typically, 
the German player will need many more mechanized 
and infantry SP to successfully invade the Soviet 
Union than you will need to defend it. Since the 
Germans will have close to double your production 
output, any research successes that you make that 
bring your tech level equal to his is actually help- 
ing him for starting with the next turn the German 
will be able to spend two points per tum for research 
on that item. Staying behind him, will keep the 
German research expenditures high (and also slow 
them down) since he can only spend one point per 
turn on any technology in which he has the edge. 

Stopping Barabarossa 

The Winter 1940 turn will be a critical one for 
the Soviets, because it will be the last time you can 
move before the blitzkreig is unleashed. The Soviets 
should have some 18 infantry points (two in Siberia), 
nine mech points (three in Siberia) and two tac air 
points. The infantry strength point built during the 
Winter 1940 production phase must be built on a 
production point and cannot move before the 
invasion comes, so it should go in either Leningrad 
or Moscow. The Soviets will also have two fort 
points in Moscow and two in Leningrad (one under 
construction). The placement of these forces will 
determine your chances of survival. Historically, 
the Soviet Union tried to man the borders and the 
Red Army was crushed in the first few weeks of 
the campaign; but they then traded land for time 
and were ultimately victorious. In HITLER'S WAR, 
the Soviets must also trade territory for time, but 
there's no political reason to defend the borders 
here. A typical placement of Soviet forces would 
include: 
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Admittedly, I use many variations on this set-up 
depending on what the Germans can muster against 
me. Sometimes I'll abandon everything west of 
Moscow and protect my capitals. This is usually 
only called for if the Germans have had unusual luck 
in their research die rolls and have built up their 
mechanized forces. 

More likely the German can field two large panzer 
groups consisting of 8-10 mech points, and another 
of 4-6 mech points. There will usually be at least 
one infantry army group, and the panzer army 
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groups will be filled out with infantry SP. The 
German will usually have between two and six tac 
air points. If the German army is much stronger than 
this, the Soviets are in serious trouble and I'd recom- 
mend guarding the capitals with everything you've 
got. Otherwise, I like to use the above placement. 
The Baltic, West and Southwest Fronts are kept on 
production centers in the western USSR simply to 
give the German player something to think about 
as he drives east. Placing them on production hexes 
denies the points to the German until he forces you 
off of them. Second, you can't be surrounded, and 
so unsupplied, when on a production point. Third, 
your armies can be built up quickly to slice through 
the German rear if the opportunity presents itself. 
These latter considerations are the main reason I try 
to put up at least a token resistance in the western 
USSR. 

Some would say that it's a waste of infantry points 
to assign them as "suicide troops", but consider 
the situation from the German viewpoint. The 
production points need to be taken and rebuilt both 
to keep his army groups supplied and to aid his own 
economy. Allowing the Soviets to control these 
production points ultimately aids the Soviet produc- 
tion, and could place a threat in the German rear. 
Bypassing the Soviet fronts invites some nasty 
responses by the Russians (partisan attacks in 
coordination with bypassed fronts can unsupply the 
German player's entire mechanized force, for 
instance). Why run the risk? 

Consider the following situation: The German 
player has invaded in Spring 1941 and ignored all 
Soviet fronts except the Southwest in N15, which 
has been destroyed, the hex occupied, devastated, 
and rebuilt. The Germans have now occupied Q14, 
R14, R15, R16, 015, P15, P16, N14, N15 and 
M15. The two main panzer army groups occupy 
R16 and PI 6. In the German attack phase they have 
assaulted Moscow and caused a five-SP loss for the 
Moscow Front (four mech and one infantry), but 
have failed to advance into the capital because of 
the unfavorable die roll modifier. It looks pretty 
bleak for the USSR and the German sees lebensraum 
opening up before his eyes. But in the Soviet move- 
ment phase, instead of pulling back his nearly sur- 
rounded fronts in S14 and QIS to reinforce besieged 
Moscow, the Soviet player reinforces the fronts to 
contain six infantry points each and attempts to 
assault and advance into hexes R14 and PI 5. The 
two mechanized SP left will not help either advance 
so they are left in Moscow. The assaults auto- 
matically succeed and both advances together have 
a 44% chance of succeeding. At least one of the 
advances will succeed 88% of the time. Also, con- 
sider the fact that you can attempt to take either or 
both hexes with partisan attacks in your production 
phase. With this "ace-in-the-hole", your chances 
of cutting off the majority of the Wehrmacht's 
mechanized forces rises to a cool 60% , and this is 
enough to make the German player take notice of 
those "suicidal" forces in S14 and Q15. The 
German will surely rescue his army groups in his 
turn, but he will have lost a full turn that could have 
been spent mopping up Moscow and possibly Lenin- 
grad. The Soviets will have come away from the 
first two turns of the invasion with all three capitals 
intact, and their production virtually untouched with 
winter approaching fast. This is but one example 
of the usefulness of those westernmost fronts. 

If the Germans elect to finish off the Soviet fronts 
in S14, Q15 and N15, then the Soviet player should 
feel glad that their mission was accomplished. They 
will have delayed the Germans and probably taken 
some of the enemy with them. They will have 
bought the time necessary to research infantry down 
to a cost of one per point spent, and allowed the 
build up of defenses at Moscow and Leningrad— 
which are always prime targets of the invasion. 

As explained above, the placement of the fortifi- 
cations in Leningrad and Moscow is used simply 



to cause the German player to divide his forces in 
order to take both capitals. Consider the following 
situation, showing the "power" of fortifications . 
A typical German assault on an unfortified Lenin- 
grad will see the Germans with a ten-point infantry 
army and a ten-point mechanized army adjacent to 
a Soviet force of ten infantry points in Leningrad. 
Assume that the German has placed a leader with 
the ten-point mech army. The German player 
chooses to assault Leningrad with both his armies. 
The Soviet player defensive assaults, causing an 
average loss of three German strength points. The 
German player will remove these three points from 
the infantry army of course, leaving seven. Next 
the Germans assault with 17 strength points, caus- 
ing an average loss of five Soviet points. Now the 
mechanized army alone tries to advance and finds 
that a die roll of "1-5" is sufficient for success; 
but the -1 modifier for the leader makes the roll 
unnecessary, and the advance automatically suc- 
ceeds. Now assume that the Soviets have a force 
composed of two fort points and eight infantry. All 
the attacks go as described above, except that the 
Soviets are left with seven SP because of the two- 
point "soak-off" of the fort. The German advance 
succeeds only on a die roll of " 1-3" with the same 
-1 leader modifier. This gives the German only a 
60% chance of success with a highly concentrated 
committment of 20 SP! Assuming that the Germans 
can attack both Leningrad and Moscow with the 
same type of attack in Summer 1941 (an unlikely 
occurrence), he will have only a 36% chance of tak- 
ing both capitals. If the German player has only one 
(or no) leader to commit, the odds drop to 30% or 
25% respectively. 

If the Germans do manage to take both capitals, 
there is still Stalingrad to defend — which is even 
further away. The Soviet player must build up 
fortifications in his last capital and so force the 
Germans to commit heavily to taking it. At the same 
time, the German must guard Leningrad and Moscow 
to keep the Soviets from recapturing one of them. 
By the time the Germans reach Stalingrad, the 
Western Allies should be causing some real 
headaches for them. 

Now assume that the German player has instead 
managed to destroy the "suicide troops" and formed 
a line based on occupation of the production points 
at S14, Q15 and N17 at the end of the German 
Summer 1941 player turn; what can the Soviet 
player do to punish them? Without mechanized 
forces, he is limited in his response during the 
Summer 1941 /Winter 1941 turns. Always remem- 
ber, however, that summer is the ideal time to 
advance and attempt to isolate German army groups, 
and winter is the ideal time to assault and destroy 
as many German strength points as possible. The 
reasoning is simple. Advance in the Summer of 1941 
because the German will be hampered by the +4 
modifier for assaults and advances during his Winter 
1941 turn when trying to extricate surrounded 
forces. Assault in the Winter of 1941 because the 
+4 modifier will swing the kill ratio in your favor 
even when outnumbered. Advancing during the 
Winter 1941 turn, however, can be disastrous, as 
the Germans will be able to react quite strongiy with 
their own drives in the following Spring 1942 turn. 

My advice therefore is to use whatever means 
possible to attempt to cut off" German army groups 
during the Summer 1941 turn. This could include 
all of your mechanized forces, partisan attacks, and 
one-hex assault/advance attempts by all the infan- 
try fronts. During the Winter 1941 turn, attempt to 
destroy German mechanized forces with assaults by 
your infantry fronts. Withdraw your own mechanized 
force so you can have a reserve come spring. This 
reserve should be held over the head of the German 
player through the Spring and Summer 1942 turns. 
I've found that the threat of a lightning thrust by 
mech forces deep into the German rear will keep 



many players very concerned about their flanks. 
This in turn forces the enemy player to watch care- 
fully the end-of-turn positioning of his armies, tak- 
ing his attention from his more immediate concerns 
of conquest. It will also force the German to take 
fortified capitals by bashing at them with infantry 
armies and attempting to advance with mechanized 
armies. Always save your defensive assault for the 
mechanized advance. Destroying even one mech 
point at this stage of the game can be the difference 
in winning or losing. Do not use your mechanized 
reserve unless a golden opportunity presents itself, 
or your situation threatens to become hopeless. Your 
mech "hammer" is a much more imposing threat 
when never swung. This is because the reserve will 
surely be wiped out in the next turn after its use 
by hastily mobilized infantry points, or cut off with 
no hope of escape by supplied mech armies. Be sure 
to finish your Winter 1941 attack phase in good 
defensive positions. The Germans will be back with 
a vengeance in the Summer of 1942. This should 
be your number one priority. Remember that in your 
own Soviet production phase you can build armies 
on production points to fill in gaps in your line. 

War-Time Economy 

Production during the first three game rums of 
the invasion is varied with each game, depending 
on your research success and the state of your fronts 
in the field. Usually the Soviets must concentrate 
on infantry production and research through all of 
1942, with maybe five or ten production points spent 
for a fort or two. I like to consider Lend Lease gifts 
from the Allies as additional points to be allocated 
to research. Roll for research for infantry as early 
as the Spring 1941 production phase. This will bring 
the cost down to two per strength point. Spend two 
production points on research every turn thereafter, 
and roll every turn until your cost is down to one 
per SP. At this point, it will be critical to build up 
your infantry points in key spots to prevent the 
Germans from holding all three capitals. Research 
can then begin on the toois for offense — tac air, 
mech points, and even a bomber or two if you're 
well off. 

Although the Soviets historically launched offen- 
sives as early as 1942, most major offensives in 
HITLER'S WAR must wait until 1943. Attrition is 
your real ally through the 1944 turns, when the 
Germans will usually be preoccupied with the Allies 
in France, Italy or Spain. This dispersion of Ger- 
man forces will provide the Soviets with some great 
opportunities for isolating and destroying large 
enemy concentrations, as the German does not have 
enough armies to guard everything. The key is to 
smash the enemy mechanized armies with assaults, 
and bypass and surround the infantry armies. Even 
if on a production point, they will not be able to 
effectively break out, and can be mopped up on the 
next turn. The Germans will not be able to build 
up such isolated armies if the production point they 
occupy is not in Germany. The general pattern is 
for the Soviets to use a two-turn process of attack, 
smash, consolidate, and attack again. By this stage 
of the game, Germany will hopefully be on the 
defensive in every phase of the play. The tide will 
have turned, and the Soviet and Allied players will 
be racing for Berlin. 

I hope that I have given players of HITLER 'S WAR 
at least an alternative for successful completion 
of a game in the Soviet role — admittedly a some- 
times dreary undertaking when compared with the 
"glamour" of bombers, U-boats, amphibious 
points, and paratroopers. Taking on the role of the 
Soviets, however, can make a player appreciate the 
task which Stalin and the Soviet Red Army faced 
in The Great Patriotic War. I find myself drawn to 
HITLER 'S WAR time after time because of its simple 
rules and complex strategic decisions. 



Was Lee a Great General...or Just Plain Lucky? 

Was McClellan a Defensive Genius, or a Wimp? 
Was Sherman a Brilliant Tactician, or an Opportunist? 
Could the South Have Ever Won the War? 



A MewSOUTABE System 



(iiKrfillnWirllire 
tnthtOvilWjr 




You won't get the answers from books, You'd 
have to have been there to know for sure, 
That's hardly possible. You can, however relive 
history— vicariously. You can literally refight 
episodes and campaigns of the American Civil 
War through the medium of realistic table-top 
board games published by The Avalon Hill 
Game Company. This way you can become 
completely involved in the strategy and tactics 
of many different battles. We give you 
authentic mapboards showing terrain as it 
existed 100 years ago, You also get playing 
pieces representing ail the various regiments 
and battalions that fought— each assigned 
numerical attack, defense and movement 
ratings based on real life capabilities. People 
sharing an enthusiasm for history have had fun 
re-creating the maneuvers and strategies of the 
greatest military minds of the 19th century, Now 
it's YOUR turn to find out If history Is correct in Its 
assessment of Civil War battles and leaders. 

Choose from among a variety of battles: 

MOSBY'S RAIDERS $18.00. The first solitaire game on the Civil War 
takes you on the daring raids of John Mosby and his Southern 
partisans against the Union Army in Northern Virginia. Complexity: 
Medium, Solitaire Suitability: Very High. Map Scale: 4 miles per 
Inch. Playing Time: Two hours, 

BULL HUN S 16.00, Complexify: Medium. Playing Time: 4 hours. 
A garner's recreation of the first battle of Bull Run; capturing 
the tactics and feel of a Civil War battle with a system that Is 
easy to comprehend 

CIVIL WAR $20,00. This Is the entire Civil War In a sophisticated, 
action-packed simulation that relies heavily on the abilities 
of historical leaders. Winner of the 1983 Charles Roberts Award 
for best Pre-20th Century Wargame. Complexify: High. Solitaire 
Suitability: High, Time Scale: Five turns per year, Map Scale: 
Twenty -five miles per hex. Playing Time: from 2 hours for a short 
scenario to 20 hours. 

DEVIL'S DEN S23.00. Complexity: Medium. Playing Time: 2 to 5 

hours. Solitaire Suitability: High. Features four games In one. 

re-creating the critical battles of Devil's Den and Little Round Top 
on a giant 22"x32" mapboard, 

LEE VS. GRANT $20.00. An operational-level simulation of the 

decisive 1864 campaign, early May to mid-June. Object focuses 
on capture and defense of Richmond. Complexify: Low to 
medium. Playing Time: 1 to 6 hours. Solitaire Suitability: High. 

GETTYSBURG $15.00. 125th Anniversary Edition-BRAMD NEW 

DESIGN. Outstanding entry-level bartlegame; ideal as a user- 
friendly Introduction to the hobby of historical wargamlng, It's Lee 
vs Meade in an authentic recreation giving you the chance to 
re-live or alter history. Complexity: Low. Playing Time: 1-2 hours 

See them all at better gift, game, and hobby stores. 
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STATIS-PRO BASEBALL 



Part One 

By Jim Burnett 



In spite of the disclaimers of the aficionados of 
the summer sport, baseball seems to have been sur- 
passed by football as the "Great American Game". 
One thing is sure, however. Baseball, despite all 
attempts by other sports promoters, is still the great 
American statistical game. The media have dis- 
covered that we love comparative numbers in sports, 
and baseball succeeds as no other at generating raw 
data. It seems that TV announcers spend half of each 
broadcast dredging up percentages that appear to 
have, in the main, questionable relevency. (The 
other half of each broadcast is commercials.) In a 
sports boardgame, however, numbers make the 
thing. It is the duty of the designer to see that the 
use of relevent stats recreates the action necessary 
to accurately portray the sport at its best. This said, 
we proceed with our own analysis of the game num- 
bers derived from the heart of STATIS-PRO BASE- 
BALL: the "Fast Action Cards", 

Due to space limitations, I will present this data 
in two separate installments, one concentrating on 
the more common aspects of the game (hitting and 
pitching) and the other will delve into fielding, base 
running, and other slightly more esoteric topics. The 
information presented here is not intended to pro- 
vide a detailed analysis of individual players. The 
numbers generated on their cards was a reflection 
of their performance in a particular season. It is, 
rather, for you as "manager" to have some basis 
in fact in selecting and positioning the players you 
have. While baseball is not quite the game of match- 
ups as basketball, there are definite decisions to be 
made based on the expectations of your own team 
performance, that of the opposition, and the vagaries 
of the game itself as presented through the Fast 
Action Cards (FAC). Perhaps a warning is neces- 
sary that these are only percentages. The data which 
will fill the player cards is generated over a 
162-game schedule. The FAC come from informa- 
tion obtained for the past 80 years. Absolute 
certainties in one single game are ridiculous. It is 
possible to be wrong for the right reasons, and vice 
versa. The numbers given in this article can be used 
to provide the small edge which will assist you to 
victory . 

There are 389 separate card faces within the FAC 
deck. In a single game, you can expect to use about 
300. As each batter will use an average of three 
cards per time at the plate, an individual card has 
only a 25 % chance of appearing for a given type 
of draw during a game. While it is obviously im- 
possible to cover every situation possible in a game, 
I hope that enough data can be presented to assist 
in the managerial decisions in any given circum- 
stance. To do this, every piece of data present on 
a card and in the playing tables has been compiled. 
While this may seem to be a bit of overkill, it is 
necessary to give a full look at the game. 



The expected frequency of Random Numbers is 
given in Table 1 . A list of cumulative percentages 
is included to give the manager additional assistance. 
To find the percentage between two numbers, sub- 
tract the percent value for a number one lower than 
called for from the higher. For example, if your 
batter hits HRs 28-33, the result is 29.05 
(33) -23. 14 (27)=5.91 %. Some of the numbers in 
the table gain importance in some options (par- 
ticularly the Right vs. Left). Since the Random 
Numbers are the heart of the game, a study of a 
few of the small differences will be worthwhiie'. 

Table I: Random Numbers with Cumulative Percentages. The "in- 
dividual" percentages are: 5=1.29S, 6=1.54%. 7=1.30%. and 
8=2. MS. 



RN 


1 


% 


RN 


1 


% 


RN 


1 


% 


RN 


| 


% 


11 

1 j 


t 

- 

5 


1.54 
3.34 
4.63 
6.70 


31 
32 
33 
34 


n 

5 
6 
6 


26.22 
27.52 


51 

52 


6 

6 


50.94 
52.91 


71 
72 


6 

rj 


75.32 
76.86 


13 
14 


29.05 

30.60 


53 
51 


6 
6 


53.73 

55.27 


73 
74 


6 
6 


73.41 

79.95 


14 
IS 


b 


7,71 
9.25 


a 

36 
37 
38 


(. 

6 
6 
6 


32.13 
33.68 


55 
56 


& 
6 


56. Bl 
58.35 


75 
76 


ft 
ft 


81.94 
83.03 


17 

IS 


6 
6 


10.80 
12-34 


35.22 
36,76 


57 
58 


5 


59.90 
61.44 


77 
78 


5 
6 


84.32 
85.86 


21 
22 


6 


13.88 
15,42 


41 

42 


6 

6 


38.30 
39.85 


61 
62 


:■ 
S 


62.98 
64.52 


11 

82 


ft 
t 


87.40 
88.95 


23 


6 
6 


16.97 
18.51 


43 

44 


ft 
6 


41,39 
42,93 


63 

64 


6 


66.07 
67.61 


83 

34 


7 
7 


90.75 

92.54 


25 

26 


6 

6 


20.05 
21.59 


45 
46 


6 
S 


44,47 
46.02 


65 
66 


6 

G 


69.15 
72.24 


85 
86 


7 
7 


94.34 
96.14 




ft 
ft 


23.14 
24,68 


47 

J8 


(, 
6 


47.56 

49.10 


67 
68 


6 
6 


72,24 

73.78 


37 
88 


7 
7 


97.94 
100.00 



Table 2 gives a list of the expected occurrences 
of PB numbers and their associated percentages. The 
right-hand column contains the summed percentages 
for the numbers only. This column should give you 
an idea of the chance for your pitcher being "in con- 
trol" since the occurrences of BD, CD and Z are 
really separate from the odds between pitcher and 
batter. Those familiar with dice odds will note a 
similarity with the results of 2D6. The general range 
of pitchers is from five to nine (discounting the 
"stuff option). A 9-rated pitcher is effective 83% 
of the time, while a "5" will only control 28%. 
What is not shown is that the 5 -rated pitcher against 
poor batters is often better off not being in control. 
There are more chances for him to put runners on 
than for a bad hitter to advance himself. 

Table 2; Distribution of PB Numbers with the Percentage for each card 
drawn and Cumulative Percentage for the Number Cards. 

PB H % Cumulative 



2 10 

3 20 

4 29 



2.57 
5.14 
7.46 



2,85 
8.55 
16.81 



5 39 


10.03 


27.92 


6 48 

7 61 


12.34 
15.68 


41,60 
58.97 


8 47 

9 39 


1208 
10.03 


72.36 
83.48 


10 29 

11 20 


7.64 
5.14 


91.74 
97.44 


12 9 
BD 17 


2,31 
4,37 


100.00 


CD 17 
Z 4 


4,37 
t.03 





Of prime importance for the offensive team is 
Table 3, a matrix of batter type versus hit location. 
Each possible result on a card has been listed here. 
These results have been totaled and condensed as 
percentages in Table 3a as to expectations for types 
of hits and defensive chances. In checking the results 
of this chart, we can see that the best bet for a "deep 
fly" to advance a runner from third on the sacrifice 
is a SN hitter. RN batters stay out of double-plays 
better than others; and pitchers are more likely to 
hit into an error than others. Some of these dif- 
ferentials may seem small, but over the course of 
several games, they can add up. As stated before, 
percentages are just that and no more, but any player 
who ignores them will end up a loser in the long run. 



Table 3; 
Play 


Type of Play hit 
P LN 


into vcrsu. 
LP 


Type 
SN 


of Hitler. 
SP 


RN 


RP 


CI 
GX1 


14 
6 


28 

4 


11 
11 


12 


22 

7 


23 

7 


II 

12 


GIA 

LI 


5 


6 
6 




6 
6 


6 


5 


1 
6 


Fl 
C2 


8 


1 
6 


8 


6 
6 


6 


6 


6 


GX2 
G2A 
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3 


2 
3 


3 

3 


2 
3 


2 
3 


2 
J 


2 
3 


F2 
G3 


20 
41 


20 
21 


19 
29 


8 
25 


3 

30 


23 
IS 


19 
IS 


GX3 
G3A 


6 

7 


9 


7 


1 
7 


9 


1 
7 


6 
7 


C3-1A 
L3 




2 
6 


3 
6 


' 


3 
2 


6 




F3 
G4 


15 

19 


13 
30 


15 
31 


13 
29 


8 
32 


12 
19 


12 
22 


GX4 

G4A 


7 
15 


17 
6 


10 

[1 


16 

3 


12 


6 
13 


5 
3 


L4 
F4 


23 


8 

9 


5 

16 


9 


12 

12 


9 


13 


G5 
GX5 


39 
6 


29 

r> 


29 
6 


41 
6 


34 
6 


33 
6 


41 
6 


G5A 

L5 


1 
6 


6 


5 
6 


1 
10 


4 

1 


2 
6 


2 
14 


F5 
G6 


15 
33 


7 
22 


12 
28 


19 

20 
21 
16 


13 
22 
28 

11 


16 

23 


13 
29 


GX6 
G6A 


13 
10 


19 
17 


21 
9 


29 
13 


14 
11 


L6 
F6 


6 
6 


11 


6 


14 


11 


12 
13 


5 

13 


F7 
FD7 


13 


12 


19 


18 


12 

7 


24 
11 


20 
IB 


FS 
FD8 


23 


23 


17 
2 


26 
5 


23 

14 


25 


26 


F9 


17 


30 


24 


39 


20 


17 


20 



FD9 



I: 



n 



Table 3a: Percentage of Chances to hit a Particular Position, Type of 

Hit or other Result versus Batter Type, (A=A chance: X=X chance; 
E=errors; DF=doub1e.play) 



Hit To 

P 
C 
IB 
2B 



P 
6.43 

8.48 



LN 

11.57 
7.97 



LP 

5.66 

8.43 



SN 

7.71 

4.38 



17.74 13.11 15.42 12.08 
16.45 [7.99 1877 14.65 



SP 
9.00 

4.88 
13.37 



RN 
9.00 
8.74 
11.31 



RP 

7.71 
7.71 
11.05 
12.34 



3B 
SS 


17.22 
18.76 


12.34 
17.73 


14.91 
16.45 


19.79 
18.25 


16.19 

18.51 


16.19 

23.14 


19.54 

19.97 


LP 
CF 


4.63 
5.91 


3.08 
5.91 


4.88 
4.88 
10.54 


4.63 
7.97 
10.03 


4.88 
9.51 
6.94 


9.00 
6.43 
4.37 


9.77 
7 28 


RF 


4.37 


10.54 


5.14 



G 

L 
F 
FD 

A 
X 
E 
DP 



61.70 58.10 55.27 55.53 

3.08 6.68 4.37 4.11 

35.22 35.22 40.36 40,36 

0.00 2.83 4.68 1.29 



10.54 11.05 

11.57 12.34 

65.66 61.44 

39.59 43.96 



9.77 
13.11 
61.70 
34.96 



9.51 
11.83 

54.76 
34.19 



59.13 55.27 52.19 
5.40 6.17 6.43 

35.48 38.56 41.39 

7.20 2.83 5.14 

7.71 11.05 8.23 

14.14 13.11 11.57 
60.41 58.61 56 56 
37.53 31.36 32.65 



Table 4 gives the spread of cards for CD. From 
this table, we see that four players (short, second, 
third and center field) will make 70% of the clutch 
defensive plays. While Table 2 indicates that you 
can only expect two CD results per game, these 
results will always be in your favor and can get you 
out of some bad situations with a clutch double-play. 
You should cross-reference Table 5 to properly 
judge your chances. The near guarantee if an Out 
from a CD2 player certainly makes late-game defen- 
sive substitutions worthwhile. 



Table 4: CD Chan™ hy position 
Position: P C IB 2B 
Number: 26 17 19 S3 
Percent: 



3B SS LF CF RF 

81 93 27 46 27 
6.68 4.37 4.88 13.62 20.82 23.91 6.94 11.83 6.94 



Continued on Page SO, Column 1 
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COLD FRONT 

The Winter War for UP FRONT 




By Jim Burnett 




Thus far, the different guises of UP FRONT have 
presented themselves in temperate and tropical 
climates. This ignores the other extreme of warfare 
in World War II— the fight for the frigid north. 
Numerous books and articles have been written con- 
cerning Arctic combat, the German woes in their 
invasion of the Soviet Union being frequently men- 
tioned. We will, then, skip over any detailed 
description of these actions and, instead, attempt 
lo add the necessary rules to the UP FRONTsyslem 
to make it applicable to the final frontier of the 
Second World War. 

1.0 THE WINTER WAR 

The following rules for winter warfare are 
presented as modifications to the rules already found 
in the UP FRONT series. The only basic assump- 
tions made are that the temperature is well below 
freezing, that there is snow on the ground (ice in 
wet areas), and that the weather is not otherwise 
prohibitive of combat. 

2.0 TERRAIN 

The terrain cards are modified to reflect the 
presence of snow and ice. Unless listed below, all 
other cards retain their effect and use, 

2.1 STREAM: Stream cards are treated as impass- 
able terrain. Any Stream card discarded on a group 
will remove the Movement card in place. A Stream 
is a break in the snow/ice surface sufficient to expose 
open water which would require a crossing. Icy 
waters would quickly freeze, and were to be 
avoided. Removal of the Stream card will require 
the play of two Movement cards sideways. A player 
may place terrain after the first card is played 
however, but the Stream remains in place until the 
second Movement card has also had terrain played 
upon it. Semi-frozen water is a very strong deter- 
rent to movement. 

2.2 MARSH: Marsh cards are treated as Open 
Ground but may be discarded on any friendly or 
opposing moving group. Marsh is here considered 
equivalent to tundra. 

2.3 MINEFIELDS: Minefield cards are discarded 
from all scenarios except where used as Booby 
Traps. The extreme cold and damp climate often 
resulted in frozen detonators, not to mention the 
difficulty of burying them in frozen ground and the 
muffling effects of heavy snow on their blast 

3.0 ACTIONS 

Many of the normal actions used in combat were 
very different when performed in bitter cold against 
a snowy backdrop. These few changes are summarized 

here. 

3.1 CONCEALMENT: Concealment for units 
which are assumed not to possess winter camouflage 
gear is reduced by one. These will typically include 
all German units of the first two winters in any East 
Front (i.e., versus Russian units) scenario. Thus, 
a "—2" Concealment for them would be " — 1", 
or "-1" be read as "0". 



3.2 ENTRENCH: Effective entrenchment was 
difficult in the frozen expanses. Entrenchment is 
only successful if a black "0" is drawn. 

3.3 SKI TROOPS: Ski troops are always considered 
to be Elite. A forward or backward Movement card 
played on Ski Troops which occupy a Hill will allow 
them to increase/decrease their range by one dur- 
ing their turn, and by one more at the end of the 
immediately following opponent's turn. This addi- 
tional movement is at the option of the controlling 
player, of course. 

4.0 WEAPONS 

All types of weapons were more difficult to main- 
tain and supply in the frozen North. However, some 
troops were supplied with weapons more suitable 
to the weather conditions, while others simply made 
do with what they had or devised makeshift methods 
to avoid the worst problems. 

4.1 MALFUNCTION: All weapons are subject to 
malfunction on a number one less than listed on their 
card. For example, a weapon which has a breakdown 
of "5-6" now has a breakdown value of "4-6". 
Finnish weapons, Soviet weapons after 1940, and 
weapons for Elite troops (including Ski Troops) are 
exempt from this penalty. 

4.2 REPAIR: Repair is only successful on a draw 
of one greater than that listed on its card. Excep- 
tions should be made For certain troops as listed in 
4.1 above. 

4.3 HE: All attacks by HE, except those against 
vehicles, will be resolved at one less firepower than 
listed due to the muffling effects of deep snow. 



5.0 VEHICLES 

Vehicles were particularly affected by cold tem- 
peratures and conditions. They became difficult to 
start, move and service. 

5.1 MOVEMENT: A vehicle requires a black RNC 
Movement card to be played in cold conditions for 
movement of any sort. Exceptions are made for the 
Finns, Russians after 1940 and Germans after 1942. 

5.2 A vehicle must make a Bog check for each 
terrain card entered. This check will be modified 
from its normal Bog as follows: A Bog in Gully or 
Woods is resolved with a RFC number two less than 
listed; all other Bog checks are resolved at a RPC 
two greater. Note that the Bog RPC number may 
never be less than "1". 

5.3 REMOVAL: Bogs and Immobilization may be 
removed by the play of a Movement card and the 
draw of a black RNC greater than "0". 

6.0 THE FINNS 

The Finns were some of the most valiant warriors 
of the period when in defense of their homeland or 
liberating the parts occupied by others. Their tactical 
actions in both the Winter War and Continuation 
War are worthy of recognition. The following rules 
apply to them: 



6.1 MANPOWER: The Finns use the German Per- 
sonality cards. All cards will be modified by rais- 
ing the Morale and Panic numbers by one. This is 
a reflection of their familiarity with the land being 
fought over, and their individual love of Finland. 

6.11 SQUAD SIZE: The Finnish squad will, in all 
scenarios, have two less members than listed. The 
cards with the two lowest Morale values should be 
removed. Specific choice will be left to the controll- 
ing player, however. 

6.12 MORALE BREAK: The Finnish squad will 
break at 60% losses. 

6.2 HAND: The Finns will use the German card 
hand. Provisions for Elite, Line and Green troops 
are as per the German practice. The Finns should, 
however, have a greater likelihood of possessing 
Elite (Ski) or Line troops. 

6.21 SPLIT ACTIONS: The Finns may make use 
of either side of a split-action card which contains 
Concealment or Movement and any other action, 
regardless of nationality markings. This is a reflec- 
tion of their adaptability to the tundra and the track- 
less forests of the north. Cards which contain neither 
are Cower cards for the Finns. 

6.22 RADIO: The Finns use the Soviet radio cards. 
The Finns consistently lacked much artillery 
support. 

6.3 VEHICLES: The Finns use only German 
Vehicles 30, 31 , 37, 42 and 43. They never main- 
tained a large fleet of AFVs. 

6.4 LEADERS: The Finns are not subject to the 
leadership restrictions of Rules Section 15. Finnish 
leadership was not called upon to furnish the morale 
support or guidance to their troops that was required 
by the soldiers of other nations. 

OTHER NATIONALITIES 

I will also use this occasion to present the other 
minor powers which were combatants in the world 
war. The reader will note that only the Finns get 
special treatment as far as new and revised rules 
are concerned. This is because of their very special 
nature in the war. The other minor powers can be 
fairly easily assimilated into the ranks of their 
co -combatant great powers. This is in no way in- 
tended to lessen their own efforts or accomplish- 
ments, but merely recognizes the similarities in their 
own weapons, tactics and effectiveness. As is usual, 
it will be possible to find many instances where they 
over- or under-performed the nations with which 
they are equivalenced. In these cases, the reader 
should feel free to make his own interpretations con- 
cerning the use of Elite or Green troops. 

These other nationalities are given as additions 
to the game system as a whole. The listed minor 
power will use the cards and hands of their equiva- 
lent major power. Also listed is the complement of 
AFVs which each nation possesses. Note that these 
are not intended to reflect actual vehicles in most 
cases, but AFVs which were similar in performance 
to those in the minor country's arsenal. 
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The following changes should be considered when 
generating scenarios for the countries listed. Most 
Commonwealth nations had above-average troops. 
Their usage should lean toward the Elite or Line 
versions of British cards/hands. The Gurkhas are 
always Elite, and their AFVs represent other special- 
ized support units. Minor nations against Germany 
in 1939-40 should subtract one from their Morale/ 
Panic numbers. Any nationality which does not use 
all of its major power equivalent's armor should be 
used only as the defender in armor scenarios unless 
the exact AFV(s) listed are in file scenario. Armored 
forces of some nations were non-existent, rare or 
seldom saw action. 

The listings for the Chinese are, admittedly, a bit 
odd. Any time the Red Chinese are fighting the 
Japanese, equal sides will be fighdng. Using the 
Italians as Nationalist Chinese is also a very rough 
approximation. Both of these minor "nations" were 
included solely to give those who like to play the 
Japanese a few more options. It is suggested that 
for both types of Chinese, the trend be toward Line 
or Green troops. Inadequacies in leadership and the 
lack of supplies and training is reflected by lower 
quality troops. The only concession is the use of 
the Banzai rule to represent Communist fanaticism. 

Major Power 

Equivalent Minor Power AFVs 

Russia Poland 31, 32 

Yugoslavia 32 

Tito's Partisans None 



United Siates 


Free French 


Ali 


Britain 


Australia 


All 




Canada 


All 




New Zealand 


All 




South Africa 


Ail 




Gurkha [Bite] 


All 


France 


Belgium 


35 




Greece 


None 




Netherlands 


35 




Norway 


None 


Italy 


Hungary 


31, 35 




Rumania 


31, 33 + 35 




Slovakia 


35 




Bulgaria 


35 




National China 


None 


Germany 


Finland 


30. 31, 37.42,43 


Japan 


Red China 


None 



* 



Sports Special , ■ ■ Cont'd from Page 48 

While not applicable on any card after the first 
drawn, the expectations of BD showing up are the 
same as CD. Again, your chances from the board 
of getting any value out of your two expected BD 
cards are the same. The percentages of obtaining 
a positive result on a CD or BD draw by their dif- 
ferent ratings is fairly easy to calculate. For a rating 
of "0", CD gives 27.51 % and BD 23. 14% positive 
results; for "1", CD: 56.81% and BD: 35.22%; 
for "2", CD: 85.86 and BD: 49.10%, So, your 
hopes to gain even with a team loaded with BD2 
hitters are only one occurrence per game. This drops 
even more if you add the chances of men on base 
at that time. While BD draws are great at the proper 
time, don't factor your offense in anticipation. They 
will not be that common. Be grateful for what you 
get. 

lastly, let's look at the number of "Yes" and 
"No" results for pitch situations: a "Yes" pitch 
154 times (39.59%) and a "No" pitch 235 times 
(60.41 %) This shows that even if a pitcher has a 
chance at a "Wild" pitch, "Hit by Pitcher" or 
"Balk", the odds are only 40% or so that it will 
actually be called. 

This concludes the first step of our look at 
STATIS-PRO BASEBALL. In the next installment 
(Vol. 26, No. 3), we will discuss some of the more 
detailed aspects of the game. ji 




NEW WORLD is the beginner's version of the 
long-discontinued CONQUISTADOR. Simulation 
enthusiasts will find nothing here that Richard 
Berg's game didn't cover in greater detail; but game 
players will find it a much quicker, more playable, 
and more enjoyable game. It is a multi-player game 
for two-to-six players based on the discovery, 
exploration and colonization of the Americas. Each 
player assumes the role of a European power 
exploring and exploiting the New World. As such, 
it is a pleasing blend of economics and discovery, 
with just enough military overtones to keep war- 
gamers interested. By wargame standards this is not 
a complicated game, coming closest to Risk in scope. 
It has purposely been kept simple to appeal to social 
gamers— but it is far from simplistic. 

The game is played on a 16 " x22 " mounted map- 
board depicting the Americas, which has been 
divided into 26 hexagonal areas. Each area is rated 
for climate, native population, resources, and gold. 
At the outset, players bid for the right to an exclu- 
sive anchorage in the area of their choice. There- 
after, whenever players co-habit the same area there 
is usually combat. Each turn players must plot the 
number of Colonists they will rake to the New World 
and where they will land . In addition, players must 
purchase or maintain Ships and buy any Soldiers 
they will bring to the New World. Each player then 
rolls for losses sustained in the crossing (those 
furthest away chancing the greatest losses) and lands 
the survivors where previously allocated. Colonists 
occupying mine sites roll to discover gold. Those 
on working mines roll to see if the gold is depleted. 

At this point, chits are drawn to determine order 
of movement and players may move their forces one 
hex overland. After each has moved, the same order 
is used to resolve combat versus other players or 
natives in the same area. Natives are attacked to pre- 
vent their rising, or in the case of the Incas or 
Aztecs, to loot their cities. All players then under- 
go an Attrition die roll which is influenced by the 
climate of the area occupied. Those with sufficient 
colonists left (as well as a majority of both colonists 
and soldiers) in their area may claim Political Con- 
trol of that area, which in turn translates to money 
in the bank. 

The turn ends as each player returns his fleet to 
Europe packed with the gold and resources of the 
New World to turn into cash for the coming turns. 
The player with the most cash on Turn 10 wins, 
unless another player gains political control over 
five areas in the interim. This Sudden Death VC 
keeps the players balancing precariously at all times 
between the need for peace to maximize profit and 
war to prevent a political victory. The resulting 
blend of diplomatic, military and economic skills 
needed to succeed is truly unique. 

That would be entertainment enough for many, 
but NEW WORLD contains much more when players 
move beyond the basic game. In the Exploration 
version, each hex in the New World is covered by 
a tile masking its contents . Only by actually enter- 
ing an area can a player see what that tile holds in 
store. This version better captures the spirit of the 
great explorers moving into the unknown. For the 



more military-minded, an advanced rule allows 
Naval Wars or Piracy to occur with raids on fleets 
and ports that can be as devastating as the English 
ravages of the Spanish Treasure Fleets. NEW 
WORLD should be available this summer. 

The same designer, Derek Carver, is responsi- 
ble for another new Avalon Hill offering called 
SHOWBIZ, and I should give at least passing 
mention to it here (for those among you interested 
in great games regardless of subject). Derek, an 
Englishman, is highly thought of in Europe as a 
designer of simple, yet challenging, social games; 
SHOWBIZ may be his best. For lack of a better 
description, I'd peg SHOWBIZ as a cross between 
MasterMind and ACQUIRE. Each player takes the 
role of a talent agent who must weight future 
demand and sign various types of performers. There 
are six types, ranging from six ventriloquists to 21 
singers. Due to their rarity the ventriloquists would 
seem more valuable, but because the potential 
demand for each type is equal, there is no certainty 
that a ventriloquist will be worth more than, or even 
as much as, a singer on any given turn. Each turn 
a market forecast for the types of performers in 
demand is dealt out and given a reliability rating 
ranging from poor (16% accurate) to foolproof 
(100%). Based on this forecast, each player bids 
on the services of available performers— hoping to 
secure as many of the right type as possible. If he 
signs them , he must then decide the length of their 
contract (one to five years). A long contract saves 
resources in avoiding bidding wars for future per- 
formers but ties a player to that performer even 
when fickle public demand no longer is interested 
in him. Breaking contracts is expensive, but often 
necessary when you have a slew of outmoded talent. 
At ten turns, SHOWBIZ is a great evening's family 
entertainment for 2-6 competitive gamers. 



PLAYTESTERS 
WANTED 

The Avalon Hill Game Company is again seeking 
playtesters for two games currently in the throes of 
development. Seahawks is a proposed game dealing 
with the Age of Piracy for one to four players. Also 
on line is Sub Hum, a card game from Courtney Allen 
very much in the mold of UP FROPfT dealing with 
modem undersea combat. Playtest volunteers must be 
willing to spend some 20 hours per month in the test- 
ing, for a period of three months, and to send in regular 
written reports of their findings. Both solitaire and 
multi-player testing is needed, so gamers able to enjoy 
either are sought. Applicants are cautioned that the 
playtest materials arc pre-production quality and may 
involve some effort to assemble. Remuneration is 
limited to a free copy of the published game for each 
group coordinator. If interested in play testing either 
of these games, applicants should send a short letter 
of introduction to Don Greenwood, c/o Avalon Hill. 
Please be sure to mention which game you are interested 
in testing. We regret that, due to the volume of mail 
such playtest invitations usually generate, we will be 
unable to reply to any but those actually accepted. 
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EAST RUBBLE 

Shattering the Wall in the East 



By John Hyler 



RUSSIAN FRONT is a game that demands and 
rewards excellence in both strategic and tactical plan- 
ning. For both Axis and Soviet players in the Cam- 
paign Game, the overall strategic ebb and flow will 
be roughly similar from game to game. Within this 
strategic framework, countless tactical permutations 
and options can be explored and utilized, particularly 
for the Axis player in the early turns. The Soviet 
player, faced with an overwhelming qualitative 
superiority, must seek first to thwart the Axis threat 
with the means at his disposal. Later, when enough 
reinforcements arrive to establish strategic parity, 
Soviet tactical options will increase commensurately. 

The tone of each Campaign Game is established 
by the end of Turn 2 , at the latest. By this time, the 
relative success of the initial Axis blitz will be 
apparent. In his article "East Wall" (Vol. 24, No. 
1 of The GENERAL}, as amended later in his letter 
to the editor (published in Vol. 24, No. 5), Rich 
Miller explored a possible set-up of the Soviet forces 
in the Campaign Game. His set-up reflects his initial 
tactical goal of preventing Axis capture of Vitebsk, 
Odessa and Vinnitsa on the Axis first turn. As far 
as Vitebsk and Odessa are concerned, he does 
succeed. Distance and lack of German airpower 
make it impossible to take these cities without totally 
gutting any advancing units with hit points for 
excessive movement and/or unfavorable attack ratios. 
However, Vinnitsa falls with ease on Turn 1 (as will 
be shown later). 

Throughout his article, Mr. Miller demonstrates 
a solid understanding of the rules, as well as of the 
potential of the different specialized units in the 
Soviet force pool. However, a Soviet player who uses 
this set-up, when faced by an astute Axis player, will 
find himself facing disaster. Only with tremendous 
still and fortune will he be able to prevent an Axis 
Decisive Victory by November 1941 (1942 at the 
latest). This article will show to what extent the Axis 
player can totally compromise this Soviet deployment 
—and so turn the East Wall into nibble. 

Armor in the Swamp 

Reviewing his initial deployment, one finds that 
Mr. Miller has placed the 13th Armor in CCS and 
the 17th Armor in EE12— both marsh hexes. The 17th 
is safe from attack on Turn 1, so it can be moved 
out later. However, the 13th is a sitting duck. Wal- 
lowing in the muck, it has a net defensive factor of 
"1" due to the negative modifier for armor in marsh 
hexes. With the +1 modifier for Axis First Turn Sur- 
prise, this gives the Axis no worse than a +3 
advantage with its weakest infantry unit! 

Needing speed, the Axis player may not volun- 
tarily even send units through marsh hexes for flank- 
ing movements because of the prohibitive movement 
costs. This, plus the weakness of armor in the marsh 
makes me wonder about the Russian's rationale 
behind this placement. The 13th Armor could be 
better used as a line-backer for the main defensive 
line to hamper Axis blitz movement and exploitation. 

While we are on the subject of units and their 
proper roles, in justifying the infantry placement, 
Mr. Miller wrote, "... this infantry is put to better 
use defending key objectives the panzers are unlikely 
to attack." The essence of the German blitzkreig was 
for armor to make rapid penetrations of enemy 
defenses on narrow fronts, bypassing the strong 
points in favor of creating confsion in the enemy rear. 
The infantry then had the task of mopping up the 
strong points. By placing his strongest infantry units 
in places like Bialystok, Brest-Litovsk and Grodno, 



Mr, Miller insures that the German infantry will nail 
them down on Turn 1 as the panzers rumble on, 
making their chances of survival to the end of Turn 
2 very slim. 

Geometric Strategy 

"The main objective for your Baltic Forces is to 
prevent the capture of Vitebsk in June . . . Army 
Group Center armor, starting at HH4, proceeds to 
blitz KK6 ... By sitting right on the boundary, they 
force back the placement of any reserve units." 

These three sentences from "East Wall" reveal 
the flaw in Mr. Miller's strategic and tactical plan- 
ning. He repeats a mistake made by generals over 
the ages. His planning and deployment is based on 
the belief that the enemy will do exactly as antici- 
pated, with little thought for contingencies. What 
if the Axis' main objective is not capturing Vitebsk 
on Turn 1? What if AG Centre's armor does not 
blitz KK6, or even start in HH4? (Hex KK6 is a 
rather inauspicious place for AG Centre's armor to 
blitz anyway, since they will have to use four move- 
ment factors to move there and engage in a round 
of combat— leaving only two movement factors for 
blitz/pursuit movement. They would also then be 
in a blind alley, with the Soviet 11th Infantry in 
KK7, and would have no choice but to follow AG 
North's armor, assuming a blitz of LL6. Even then, 
they will have eight, and not seven, hexes before 
reaching JJ12.) What if the Axis player has other 
plans which preclude the use of Reserve counters? 

"Geometric strategy" requires the analysis of all 
aspects of the situation, avenues of approach, 
possible strategies and counterstrategies, tactics, 
etc. , and then to allocate forces to permit maximum 
flexibility of response. Learning to think geometrically, 
as opposed to linear or planear thought, is one of 
the most important things that Avalon Hill games 
require us to do. By basing his defense on only one 
Axis strategy, Mr. Miller leaves himself danger- 
ously vulnerable in ways that can be easily exploited. 

Freeing the Luftwaffe 

Before proceeding further, a few words on Axis 
tactics are in order. Tactical success for the Axis 
is best measured by how many options for use are 
available for the air "armies". The German air 
armies are easily the most versatile, and hence the 
most valuable, units in the Axis force pool. They 
can provide supply during the Special Movement/ 
Combat Phase, defensive air support during the 
Special and Normal Combat Phases, ground sup- 
port and air interdiction and attacks on naval and 
air bases, and even strategic bombing of railroad 
and replacement point cities. 

If Axis success on the ground is extensive enough, 
the air armies will have great freedom of choice in 
these options. Being forced to provide ground sup- 
port exclusively from turn to rum at the expense 
of other possibilities deprives the Axis player of 
much versatility when attacking. This may result 
in victory eluding him. For example, German failure 
to strategically bomb the railroads in a given turn 
results in the Soviet player moving a factory unit 
away from a threatened city; in the next Victory 
Level Phase, the Axis player finds that he is one 
VP shy of a Decisive Victory. 

As a corollary, if the Luftwaffe is freed from hav- 
ing to provide only ground support, this is a good 
indication that the ground forces are also freed from 
necessarily having to directly attack the enemy every 



turn. This freedom of action opens a multiplicity 
of options. Therefore, the Axis first turn strategy 
must be calculated to decisively blow open the front 
so that many options for use are possible for the 
air armies, and hence for the ground forces as well. 

The Magical + 3 

The + 3 attack is the benchmark attack advantage 
(every game seems to have such a point). Less than 
+ 3, and the attacker can roll a retreat result. From 
+ 3 on, the attacker will never face a required 
retreat, enabling him to continue to attack in sub- 
sequent rounds until the enemy unit is eliminated, 
retreats or the attacker voluntarily retreats his own 
forces. At +3, the attacker has only a one-sixth 
chance of sustaining two hits in one combat round. 
At +4 advantage and above, the attacker can never 
suffer more than one hit per combat round. Clearly, 
if possible, and most definitely during the first Axis 
turn, attacks should be made at +3 advantage to 
insure success. 

The key then, to my response to Mr. Miller's 
"East Wall", lies in Rule 15.5: "All Axis but Finns 
are +1 attacking." Just as the Soviet player must 
ruthlessly exploit the benefits of the Axis First 
Winter, so too must the Axis player take advantage 
of Axis First Turn Surprise to attack and destroy 
as many Russian units as possible. 

Figure 1 shows my initial placement of the Finnish 
Army. Contrary to Dan Thompson's assessment in 
"Before the Snow Flies" (Vol. 22, No. 4), Hango 
is a dangerous open back door to the Finnish 
defenses. Failure to eliminate the Hango garrison 
on Turn 1 can result in the Soviets transporting a 
much better unit to man the defenses there, mak- 
ing any future capture a bloody prospect. This com- 
promises the Finnish defenses, inhibits their drive 
to Leningrad, and keeps another valuable port avail- 
able for the Soviet fleets. So the 4th Finn is posi- 
tioned to attack Hango. Alone, this is but a +1 
attack — but it gives the Finns an 83.3% chance of 
eliminating it with one shot. Helsinki is garrisoned 
with the 7th Finn, and remains so until the threat 
of amphibious or paratroop assault is ended. The 
remainder of the Finnish Army are deployed to 
satisfy deployment requirements. 

Figure 3 shows placement of Axis forces on the 
Central Front. The initial set-up is fairly standard. 
However, to take advantage of weaknesses in Mr. 
Miller's set-up, most of AG North is positioned in 
Memel (MM5). The armor of AGs North, Centre 
and South are positioned adjacent to the hexes that 
they will blitz to maximize pursuit and blitz cap- 
ability. Finally, Figure 2 shows the deployment of 
Axis forces on the Southern Front. Since Mr. Miller 
left M6 open, this is where the main Axis thrust 
will occur, with units poised to shoot through the 
hole. 

It is during the Movement Phase that the true 
focus of the Axis attack becomes apparent. The first 
Battle Location is in Hango. This seals the harbor 
and prevents the Soviet fleet from evacuating to 
Hango when threatened. Next, the 6th Finn attacks 
the 10th Armor in WW20. The remainder of the 
Finnish Army moves to block any approach to 
Helsinki that the Soviets may contemplate. 

Along the Central Front, a mixing of units into 
adjacent Army Group areas is required to maximize 
the invasion. First, the armor of AG North, plus 
the 38th Infantry, enters MM6; a Battle Location 
and a Blitz marker are placed there. Then the 5th 
Infantry of AG Centre is moved from HH4 to KK6, 
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followed by the 2nd Infantry moving to LL6. With 
the Soviet zones-of-control on their right flank 
neutralized, the remainder of AG North boils around 
the open flank. 

The 28th Infantry moves to Riga, forcing the 
evacuation of the Soviet flotilla to Talinn. The 1st 
Infantry moves to KK7, absorbing one hit to con- 
vert the rail line as it enters the hex. This will leave 
them with three hits remaining when it battles the 
Soviet 11th Infantry. The 26th Infantry moves to 
MM7, the 23rd to NN5, the 10th to MM5 and the 
6th Infantry {from AG Center) to LL5. This will 
funnel any retreats of the enemy 12th Armor to 
NN6, away from the coast and woods. This leaves 
KK5 open for retreat by the Soviet 3rd Armor, but 
this attack will be at a +4 advantage, with a 66.7% 
chance of eliminating it after one round of combat. 

Along the rest of the line, units are moved to 
salient and isolated hexes in the Soviet lines. The 
first of these is at EE4 — Bialystok. Due to the river, 
the 21st Infantry there will have a defensive strength 
of four. Even with the First Turn Surprise bonus, 
a 5-4-6 infantry would have an attack strength of 
"6", for a net +2 advantage. This is unacceptable 
in my scheme. Yet hex EE4 is a crucial rail and 
airbase hex and must be taken. Therefore, the 4th 
Infantry of AG South moves to EE4, The base attack 
strength of six, plus one for the surprise, allows a 
net +3 attack and a guarantee that the hex will he 
controlled after combat. 

The following hexes then have units moved into 
them: Y4, AA4, HH6 and JJ6. Once these hexes 
are marked with Battle Location counters, the 
remainder of the Wehrmacht, with a bit of care, can 
be advanced to engage the Soviets without fear of 
an untimely response move that would pin them 
down for the turn. The armor of AG Center, plus 
the 13th Infantry, enter GG7, placing a Blitz marker. 
The armor plus the 52nd Infantry from AG South 
enters X3, using the last Blitz counter. The 42nd 
Infantry occupied EE5 to deprive the enemy 21st 
of that hex for retreat; this will leave it only FF4 
or DD4 open for retreat. With EE4 and EE5 occupied 
by Germans, supply can pass through for use during 
exploitation. 

Along the Southern Front, it is much the same. 
The 30th Infantry moves to N6 via M6 to avoid 
response movement by the enemy. The 1st Romanian 



enters L6. With the Soviet ZOC neutralized, the path 
through the gap is open. The 1 1th Infantry shoots 
through and moves to K10, sealing the port of 
Odessa off from the rest of the front. The 54th 
infantry follows and enters Vinnitsa, absorbing a 
hit of damage for the extra movement taken. The 
Romanian Cavalry and 2nd Armor occupy M7 and 
N7. The 4th Romanian retreats to garrison Constanta 
until Odessa is taken and the threat of amphibious 
or paratroop assault passes. 

In all applicable hexes entered (except those on 
the Southern Front and at Riga), the rails are con- 
verted either enroute to another hex or as an enemy 
hex is entered so that upon completion of combat, 
the rail will be converted. After combat is complete, 
the rail net will be converted right up to the front 
lines. No reserve counters are used. The focus and 
goal of the Axis is destruction of Soviet units in this 
first turn. No Axis unit will stand idly by on Turn 
1 , when their attack strength will never be greater. 

After all ground movement is complete, the naval, 
then air, units move. The only naval movement is 
to move the German Baltic Fleet to Riga to sweep 
mines. The powerful Soviet Baltic Fleet may attempt 
intervention, but this would be suicidal. With help 
from the Luftwaffe, a +7 attack could be mounted 
against the Soviet fleet, with a 50% chance of in- 
flicting three hits of damage. For the Soviets, dis- 
cretion will be the better part of valor on the high 
seas. 

The Finnish air force flies to Leningrad to make 
an airbase attack on the Soviet air there. This is a 
— 1 attack, but it pins the enemy airforce and pre- 
vents them from being rude elsewhere. The air of 
AG North flies to Pskov and makes a railroad attack. 
The Soviet 3rd Air may fly to intervene, but it would 
be subject to a +3 attack, with a 50% chance of 
elimination on the first shot. As with the Baltic Fleet, 
the Soviets will likely opt for discretion. AG 
Centre's air moves to JJ7 for an air interdiction 
mission and to 117 for ground support. AG South's 
air flies to BB4 (Brest-Litovsk) and to X4 to pro- 
vide ground support. The Romanian air wing goes 
to L6 (ground support). 

Liquidation 

The accompanying chart shows the 26 Battle 
Locations of the first turn and the units involved. 



BATTLE LOCATIONS: 

Combat Hex Axis Units 


Soviet Units 


1 
2 


Ull 
WW20 


4th Finn 
6th Finn 


Hango Inf 
10th Armor 


3 
4 


MM6 
KK6 


41st & 56th Armor; 38th inf 
5th Inf 


29th inf 
3rd Armor 


5 
6 


LL6 
KK7 


2nd Inf 
1st Inf 


12th Armor 
11th Inf 


7 
8 


EE4 
Y4 


4th Inf 
44th Inf 


21st Inf 
8th Inf 


9 

10 


AA4 
JJ6 


49th Inf 
7th Inf 


17th Inf 
10th Inf 


11 
12 


HH6 

in 


9th Inf 

8th Inf; 8th Air 


11th Armor 
16th Inf 


13 
14 


BB4 
CCS 


53rd Inf; 5th Air 
29th Inf 


28th Inf 
13th Armor 


15 
16 


DD5 
EE6 


20th Inf 
43rd Inf 


6th Armor 
12th Inf 


17 
18 


FF6 
GG7 


12th Inf 

39th, 24th, 46th, 47th & 57th Armor; 13th Inf 


14th Armor 
5th Inf 


19 
20 


X3 
W3 


3rd, 14th & 48th Armor; 52nd Inf 
17th Inf 


13th Inf 
8th Armor 


21 
22 


N6 
L6 


30th Inf 

1st Rumanian; Rumanian Air 


2nd Armor 
18th Armor 


23 
24 


NN9 
RR18 


Baltic Fit 
Finn Air 


Mines 
1st Air 


25 
26 


MMI5 
JJ7 


1st Air 
2nd Air 


Railroad 
Interdiction 





A bit more detail on some of these might be in order, 
however. 

Commencing the Combat Phase, the Finnish air- 
force fights one round and retreats. The railroad at- 
tack at Pskov and the air interdiction in JJ7 are 
resolved. The German fleet sweeps the mines at 
Riga. With Riga occupied by friendly troops and 
the Soviet mines gone, it now becomes a source of 
supply — something to remember during the Return 
and Transfer and Exploitation phases. 

With the preliminaries completed, the Axis player 
now turns to the Blitz attacks. The hapless Soviet 
29th, facing a +7 attack from AG North's armor 
in MM6, will last no longer than two combat 
rounds. Assuming the worst die rolls possible for 
the Axis, after the first round it retreats to NN6. 
The 41st Armor pursues it while the 56th Armor 
blitz moves to KK8, converting the railline in LL7 
enroute. After eliminating the 29th Infantry, the 41st 
Armor then blitz moves to LL7. 

The armor of AG Center, blitzing GG7, has as 
its objectives after blitz movement hexes HH7, 118, 
FF7, EE7 and DD6. Getting there may be a 
problem, due to the Soviet 3rd Infantry in GG8. One 
of the weaknesses of Mr. Miller's set-up is the lack 
of any units in the immediate rear to act as line- 
backers. True, the Soviets suffer a paucity of extra 
units for use in this role, but those that are availa- 
ble should be carefully conserved and positioned, 
The line-backers have a triple function: they can 
harass blitz movement by enemy armor, inhibit ex- 
ploitation, and serve as safe "islands" for adjacent 
units attacked by non-blitzing ground units to retreat 
to. The 3rd Infantry at GG8 illustrates the poten- 
tial effect that a few units in the rear can have. The 
attack of AG Centre's armor is conducted at +5, 
requiring not less than two combat rounds to 
eliminate the 5th Infantry. Unless a retreat back to 
Vilna is contemplated, the worst possible retreat path 
for this unit is to GG8 since an armored unit will 
pursue into that hex, effectively negating any 
benefits of having a line-backer. A retreat to HH7 
or FF7 frees the 3rd Infantry for possible response 
movement against the blitzing armor. 

This said, if the 5th retreats to HH7, then two 
armored units pursue since response movement by 
the 3rd into HH7 will not prevent occupation of 118. 
With the 3rd Infantry staying put, the remaining 
three armored units must then negotiate their way 
through the gap at FF7. Only one unit at a time 
should move. The first converts the rail at FF7. If 
the 3rd Infantry does not respond, the panzers are 
then free to move on to DD6. Then the second armor 
unit follows, and so forth. If the Soviet 3rd does 
respond into FF7, the remaining German armor will 
have to blitz around FF7 through GG8. These units 
will have to move one at a time, since the last 
armored unit will have to absorb a hit of damage 
to reach DD6 (as per 19.2). 

Regardless of if, when and/or where the 3rd 
Infantry responds, the panzers of AG Centre can 
still attain their objective hexes . A price in hit points 
for extra movement may have to be paid, but it is 
necessary for all that is to follow. The preceding 
discussion, however, illustrates how units in the rear 
can harass blitzing armor. It is seldom that either 
the Axis or the Soviets can afford a true "double- 
line" defense (ala THIRD REICH), but with a few 
units in the rear as line-backers carefully placed, 
an armored thrust in that sector can be severely 
stymied. This also nicely sums up the weakness of 
Mr. Miller's set-up: strong units on the front lines 
or isolated, inappropriate units in swamp hexes, pre- 
cious few units in the immediate rear as reserves. 

AG South's blitz attack in X3 is on the +7 
column, with a 50% chance of eliminating the 13th 
Infantry in one shot. The objective hexes for this 
thrust are X4, Y5 and V6. If the 13th Infantry sur- 
vives the first round of combat and retreats to X4, 
an advance to V6 will not be possible unless hits 




Figure I; The Finnish Prom. 

for extra movement are taken. In any case, all the 
armor (plus air support) pursues into X4. A retreat 
into the woods in W4 by the 13th demands that one 
armored unit plus the air support pursue to prevent 
the 13th from response moving back into X4 and 
so halting further blitz movement as the panzers roar 
through the hole in the line (1 1.7.2.4). To assure 
unimpeded exploitation, the pursuing armor and air 
must make sure that W4 and X4 are clear of Soviet 
units. Hits for extra movement during pursuit may 
have to be sustained to insure this. However, since 
all attacks will be at +7, the odds greatly favor an 
easy elimination of any Soviet resistance. 

Figure 4 graphically shows the situation at the 
completion of the resolution of the blitz movement. 
As can be seen, most of the Soviet forces north of 
the Pripet Marsh are caught between a rock and a 
hard place. That is to say, caught by German 
infantry with a wall of armor and air interdiction 
behind them to prevent retreat. The conclusion of 
the Combat Phase should see the virtual annihila- 
tion of the Soviet front line north of the marsh , and 
gaping rents torn in the lines south of the marsh. 

A few of the regular combats merit attention. The 
battle in KK7 should be delayed until all combat 
in adjacent hexes are resolved. By absorbing a hit 
during movement to convert the rail, the 1st Infan- 
try is vulnerable to elimination. If this occurred, 
there would then be an open hex for other Soviet 
units to retreat to. The 49th Mountain, attacking 
AA4, must force the Russian 1 7th Infantry to retreat 
to totally secure Brest-Litovsk from counterattack. 
Attacking on the +2 column and being able to 
absorb five hits of damage before elimination, the 
odds favor the mountain troops. The 1st Romanian 
in L6 should retreat after combat to M6 to keep the 
supply line open for the Romanian armor to exploit. 

After the Return and Transfer phases, the armor 
heads east. The panzers of AG North moves to 
0012 and LL13 to inhibit movement of reserves 
south from Pskov and to be in position to shoot 
through the bottleneck at Narva on Turn 2, AG 
Centre's armor exploits to DD10 to freeze the 
factory and cut the railline; and elements go to 1113, 
II 12 and GG12— to partially trap the Soviet 22nd 
Infantry— and either to Vilna, if unoccupied by the 
enemy, or to HH11, if it is. AG South armor ex- 
ploits to T8, U10 and S10, taking extra hits if neces- 
sary. This will partially trap the enemy 5th Armor 
and insure that the rails from Vinnitsa to Kiev will 
remain cut. The Romanian armor exploits to 010. 

Figure 2: The Rumanian Front. 



Aftermath 

Clearly, the Russians are in deepdoo-doo. With 
no reinforcements due until Turn 2, they must 
attempt to form a new defensive line with the meager 
forces remaining. No rail movement is possible 
becase of the air attack on Pskov's rally ard, so the 
Soviet Army can move only as far as their inherent 
movement factors permit. 

What has not been eliminated by the Axis south 
of the Pripet Marshes is now largely out of supply. 
The Soviets can supply some of these forces by air 
south of hexrow R without running afoul of the Luft- 
waffe, now stationed in Brest-Litovsk, so the trap 



is not complete. Some units will be able to escape 
and establish a new defensive line. Ultimately, 
though, this line will be too shallow and have too 
few units to prevent yet another breakthrough on 
Turn 2. Except, possibly, for those units able to 
move out of Lvov, any other Soviet forces out of 
supply at the end of the Soviet Combat Phase on 
the first turn will probably disappear, or sustain so 
many hits during the "Remove Out of Supply" Seg- 
ment that they will be overrun during the Axis com- 
bat of the coming turn. 

With the front ripped as completely as it is, the 
Luftwaffe can devote its energies to more esoteric 
pursuits. Railroad attacks are particularly effective. 
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Figure 3: The Central Front. 




Two successful rail attacks in a turn freeze the 
factory counters where they sit. Several consecu- 
tive turns of this, if possible, will see one factory 
unit after another be captured by the Axis. Or, selec- 
tive air interdiction attacks can be made to funnel 
a Russian retreat in a desired direction to keep an 
avenue for exploitation open. Other options for the 
Luftwaffe will no doubt present themselves to the 
experienced Axis player. 

The scarcity of Soviet ground forces enables the 
Axis land forces to freely advance and consolidate 
gains. Armored units, in particular, do not have to 
make blitz moves every turn. To be sure, the Blitz 
counters should be utilized each turn; but not all 
the armor need participate now. The remaining 
panzers can help their own supply situation by con- 
verting a few rail hexes before positioning them- 
selves for exploitation. Although the Axis armor 
may in places start subsequent turns out of supply, 
the Luftwaffe can supply them with relative ease 
and with a fighting chance of success should Soviet 
air intervene. 

An Axis player using this strategy against the 
"East Wall" must have a certain complacency 
towards sustaining casualties. Heavy casualties and 
unit elimination can and do occur in this first turn. 
However, the infantry will usually have at least two 
turns before they catch up to the armor to recoup 
losses. Being as far ahead of the rest of the army 
as they are, the Axis player may not be able to 
replace armor losses for awhile due to their supply 
situation. So some care must be taken when con- 
templating extra movement for the panzers to 
ascertain that any hits sustained because of extra 
movement are really worth the cost. 

Tactically, Mr. Miller succeeds partially in his 
goal. Vinnitsa will fall, but Vitebsk and Odessa will 
remain in Soviet hands through Turn 1 . However, 
strategically he completely misses the boat. A Soviet 
player who uses this or a similar set-up will see his 
front line obliterated. In subsequent turns, the effect 
snowballs, with first one and then another hastily 
formed defensive line being blitzed, outflanked, 
encircled and destroyed. 

As Craig Taylor pointed out ("The Russian Front 
Dissected" in Vol. 22, No. 4), through 1941 it is 
"springtime for Hitler". Among the examples of pUj> 
he focuses upon is an initial blitz by the Axis in the 
Baltic, and so highlights the difficulties faced by the 
Russian player in his initial deployment. In short, 
the Soviet player will see his forces repeatedly over- 
run, isolated and mopped up. For him, the goal of 
the first few turns is to maintain a force in being 
until the snows come. Dan Thompson (in "Before 
the Snow Flies", same issue) offers an alternative 
Russian deployment; while having its own peculiar 
flaws, it does serve as a sound starting point for those 
seeking the optimum Soviet set-up in RUSSIAN 
FRONT— if such a thing even exists. 

I feel, and hopefully have demonstrated, that Axis 
tactics in the first turn of the Campaign Game of 
RUSSIAN FRONT should center around the destruc- 
tion of as many Soviet units as possible. The Soviet 
player's set-up should, in turn, center around 
preserving as many units as possible to create a 
defensive line in later turns, ignoring initially the 
protection of any particular location (except Lenin- 
grad). Only this will slow the Axis advance enough 
to let later reinforcements arrive and stem the tide. 
In effect, trade space for time and units if you have 
chosen to take the Russian side. 

Mr. Miller writes extensively about offensive pos- 
sibilities for the Red Army during the first few turns. 
I will state categorically that, with the few units 
remaining after Turn 1 (if his set-up is used), Soviet 
offensive capability disappears. This, in turn, pro- 
vides a very real possibility for the Wehrmacht to 
take Moscow in September or October, and then go 
cruising to a Decisive Victory in November. 



£ 



figure 4: The situation at the end of Axis Blitz Movement 
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BACK ISSUES 



Only the following back issues of The GENERAL remain in stock; price is $4.00 per issue (plus 
the usual shipping and handling charges). Due to the low quantities of some back issues, if ordering, 
please specify alternative selections. Below is a listing of each in-stock back issue by subject matter; 
game abbreviations are italicized and standard (a partial listing may be found on the "Opponent's 
Wanted" form on the insert of this issue). Type of article is indicated by the following abbreviations; 
H — Historical, DN — Designer's Notes, V — Variant, SR— Series Replay, S — Strategy, Q — Questions, 
P— PBM (postal), Sc— Scenarios, A— Analytical. The featured game for each issue is always the first 
one listed. Those printed in red indicate one-color reprints of previously out-of-stock issues. 




n* «^, r. 




14-5: 
17-4: 
17-S: 
17-fi: 
18-1: 
18-2: 
1B-3: 
18-4: 
18-5: 
18-6: 
19-1: 
19-2: 
19-3; 
19-4: 
19-5: 
19-6: 
20-1: 
20-2: 
20-3: 
20-5: 
7.0-6: 
21-1: 
21-2: 
SU-* 
21-5: 
21-6: 
22-1: 
22-2: 
22-3; 
22-4: 
22-5: 
22-6: 
23-1: 
23-2: 
23-3: 
23-4: 
23-5: 
23-6: 
25-2: 
25-3: 
25-4: 
25-5: 
25-6: 
26-1: 



SL-H. A, DN, Q, WS&IM-A; TRC-S; MO-S; SST-S; 3R—S 

FE—S, P, DN. V; MD— V. Q; COI— SR; VHP— S; 1776-Sa; WO— A; SST— V; NAPS 

CMS, V, Q; RW— V; SL—V; STAL—V; Pl—S; 3R—S, SR: CAE—V; KM— Si MRS 

STAL— S; WSAIM— V, Sc; WAS— V: 3R— SR; SLS; TLD—Q; CL— S; VITP— S; TRCS 

FLTW—A, Q; BIS—S; SLS; DUNES: DIPS: AS— A; PB— SR; ALS; WAP— S 

AF— A, Sc. Q; AK— V; 3R— DN; 7B-V; SL—S, Sc; /tflf-V; WTP-S; DIP— S; DD-S 

GO/l— S. DN, V, Q: AQC—V, Sc; AK—S; VFTP—V; SLS, Sc; H-SA/M— SR. P; D/PS 

GL-H. V, A, Q; SL— Sc, A; LW— V; WAP— SR; j4£>C— S, P; f£— V; tf/IS-S; AX— S 

JR— S. A, V. DN. Q; SL— S, A. Sc; TRC— V; 7B— V; JEW— V; CI— A; DUNE—V 

FT-A, Sc, V, DN: VITP-V. Q; MD— S. Q; S07N-A, Q; St«— Sc; BZ.-V 

S(M— A, V. DN, SR, Q; TLD—A, Q; JR— S, Q: DWTK— DN: 7B— A 

BS— H, Sc, S, DN; TLD—A, Q; St— V; Jfl— S; S€W— SR 

CSL—A, Sc, V, SR. Q; DIP— A, RW— Sc; G£— V; 1776—Sc; LRT—V, Q; SI— A 

OK— A, V. DN; CM—V-. DIP— A; GL—V; AL—V: TR— Sc; WO— Sc; Si^A; 3R— S. Q 

SOU— A, S, H, Q: W4/>— S. Q; DIP— A; WAT—V; WS&IMSz; SL—A 

VITP— PBM, SR; 3R-V, Q; D/P-A; /T-V; fl/S-V; NW— A; Si— A, Sc; SC/B-V, Sc 

G/— S, A, DN, V. Q; VITP-SR 

TT—A. DN, S, Q; MR-V; LRH-A: SL-Sc; W&P-V; COA-S, Q; Dff>-A; PI-V 

FREDS, V. Sc, Q; PB-A; /776-Sc; DWTK— S, V, Q; DIP— A; CON-V, S 

BR— SR, S. H. Q; LRTS; DIP— A; GSL— Sc; GE—A: WS&IMSc; SON—Q 

B-17—A, V, SR. Q; AF— V; LW— S; DL— S; f£— S; DIP- A: MP— 5: BR— SR; GCW— Sc; St— A; PL- Q 

t/F— S. A, SR, DN, Q; SOAS: Gi—K. S; TRC— S; DD—S 

NABS, DN; WAP— S, A. Q: NAPS, Q; DIP— A; FR—S; FES: 3R-S; BFI—S; 1776— S; St— A 

PGG—S, SR; PS— A; JR— S; TRC— S, V. Q; DIP— A: STAL—V, S: SL— Sc; R7T— Q 

WW— S. V, A; MR— S, Q; OR— A; DIP— A; 3R—A; KB— S. CON—V; CIVS; SL—A 

FP-H, V, SR; A/W-S, Sc; Bt-V; TAC-V, Q; St-A; PK-Q 

PAA—A, S. Q; 7B— A. V; DWTK— DN; TR— V; CSt— PBM; DIP— A; AOC—S; WAS— S. Q: AK— V; C/^— S; JR— S, Q 

BANZ—A. SR, Q; PT— A. S; SUB— Sc-, VITP—S, Q; AK— Q 

PB-SR; PL— Sc, V. Q; SOA— S; 3R—V; DIP— A; CIV— A; W— Sc. Q; AIW—S; GOA—A, Q; TLD—A 

RF—A, V, S; TRC— V; PJf— S, Q; DIP— A, 3R—V; SUB— V; PPG— S 

D£V— S. A, Q; GSt— Sc; BR— S; DIP— PBM, A; SC— V; FITG—A. ASi— Sc, Q 

ASt-A. Sc, DN. Q; FP— Sc: FE-S. Q; WAS-A; OIP-A; SLS; TLD-S 

PI— A, V; DI— V; B-J7— V, DN; «W— S, Q; VTTP—V; 3RS; TT—V; LW— V; SST—V; RW—V 

ASL—A, S, Sc. Q; Bf— SR; £/P— S; DIP— A; PL— A 

SUB—V. Sc: ASI— S, Sc; Bf— SR; HB>-V; BI— V, Q; BB— A 

£/A— S. DN; WAP— V, S; WS&IMSc; SC—V; NAPS; YS—S; 3RS, Q 

KOTA—IM, Sc, Q; WAT-V; B-I7—V, Q; 3RS; RW—V; ASL—S. Sc; VITP—S 

1830— DN. S. V. Q; FP— Sc; RB— S; Dtf— PBM: C/V— S; MR— S 

TACA/R-H. S, SR: PP— Sc; PIA— S; MB7-DN; TRC— PBM; ASt-S, Sc, Q; AIWS; AREA Revision 

PA7-S. H, V, Sc; TPS-N; AK— V; JR— Sc, Q; ASI— S; PGG— PBM; PB— A; UF—V; SOA—V; PLS: BBS 

EISS, H. V, Q; WS&IM—V. P. Sc; EIA— V, Q: I^/TP— S; NB-DN; 1776— V 

GESSSR, V, H. Q; 1776— S; ASt-H. Sc. PP-Sc; RB—V; OS-V; DEV-S; GOA-DN. Q: W&PS, Q; BR-DN 

ASt-H, S. V, A. Sc, Q: PAA-S: RSN-V; UFS; FP-Sc 

MOV—S. DN, V, SR, Q; D£— V; DUNE—V; DLWS; KM—S; SC—S; ASL—A, Q; KR—V. Q; ROR— DIM; CTK— V 











AREA TOP 50 LIST 






Times 


Previous 


Sank 


Name 


On List Rating Rank 


I. 


K, Combs 


69 


2573YCW 1 


2. 


D. Btiidick 


68 


2347HHQ 2 


3. 


J. Kreuz 


63 


2190IGR 3 


4. 


B. Sinigagliti 


54 


2179GU 4 


5. 


I. Beard 


58 


2143LLR 5 
2118EDJ 6 


ft. 


J. Noe! 


22 


7. 


P. Siiagusa 


6? 


2U4FHL 7 


8, 


P. Landry 


43 


2094OO 8 


9. 


P. Flory 


45 


2074EHL 9 


10. 

11. 


E. Mineman 


39 


2073DFG 10 
2W1GHO 
20L7FEA 12 


S. Simon 


35 


o. 


C Com 


18 


13. 


R. Beyma 


44 


2014DDG 14 


14. 


D. Carbon 


67 


2006HJQ 16 


15. 


B, Remshurg 


52 


20O5HIR 17 


16. 
17. 


I.' Eliasun 
T. Deanc 


17 
21 


1998GrN 20 
1998FCB 18 


ia 


G. Schnittker 


[6 


1983DFJ 19 


19. 


T. Oleson 


78 


1971ZZZ 34 


20. 


R. Berger 


9 


1964DEF 21 


21. 


J. Spontak 


13 


1963DCE 22 


22. 


L. Barlovv 


16 


1960JKV 23 


23. 


R. Shurdul 


14 


1951GHM 24 


24. 


D. Kupp 


14 


1932GJB 29 


25. 
26, 


D. Mattson 


11 


1928LKY 15 
1928HFL 35 


D. Grcerrfttxid 


4 


27, 


F. Reese 


49 


192UDJ 25 


28. 


H. Newby 


34 


1915 VKQ 26 


29. 


M. Frisk 


23 


I914DFJ 27 


30. 


J. Riorum 


3 
6 


1905 CEI 28 
1S92DFE 30 


31. 


P. DeVblpe 


32. 


B. Schoose 


8 


1891GJM 31 


33. 


K. McCarthy 


23 


1S82DFZ 32 


34. 


J. Campbell 


6 


1S75FED 37 


35. 


B. Salvatore 


36 


I87IGKO 33 j 


36 
37. 


F. Preissle 
I. Lute 


66 

:-; 


1850MOZ 36 
1830HGQ 38 


38. 


M. Cox 


4 


1830GEB 41 


39. 


M, Mitchell 


6 


1828FHN 39 


40. 
41. 


E. Miller 


16 


1812HKR 40 


W. Scon 


66 


1790MKW 42 


42. 


F. Ornstein 


3 


1786GHM 43 


43. 


L. Carpenter 


14 


rTBlCEF 44 


44. 


M. Dulte 


1 


1775PSZ 


45. 
4ft. 


G. Smith 


23 


1774FGM 47 


R. Costelloe 


9 


1774CEH 48 


47. 


R. Cc« 


1 


1772YKM 


48. 


K. Kinsel 


2 


1772GGK 49 


49. 


J. Cooper 


1 


1760EFL 


50. 

M 


A. Lipka 


1 


1754GGN - 


EET THE 50 . . . 


Mr. Greg Smith is 


41 , married, father of two, 


holds a MS in Math, 


is a doctoria) candidate and 


resides in Sewickley, Pennsylvania. 


Favorite Game: original BULGE 




AREA Rated Games: STALINGRAD. AK, D-DAY. BULGE 


AREA W-L Record: ! 9- 


13 




Gamlng Time/Week: 4-5 hours 




Hobbles: outdoor recreation 




Pel Peere: Hammering out agrecmcnls on or interpreting vague niks 


% Time PBM: lOOK 






Play 


Preference; PBM 






Mr. Smith writes: 






"Mow me to take 


a few lines to urge those of 


you 


who haven't tried PBM recently to give it a 


try. 


jaming by mail has been 


a unique opportunity 


to share some enjoyment with remote and total 


strangers, who become friend; 


in (he process. Some 


critics of play-by-mail have complained that it takes 


too long to complete a 


game by mail. It is Irue that 


PBM 


games are measured in 


years, not in hours, 


but in the end you ha\ 


e not just completed a game. 


you 


tave forged a relationship with your opponent 


that holds years of future gaming enjoyment, I find 


I enjoy each subsequent game more than the one 


before." 
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(knen wanted in Dplhan, Fort Ruckcr area for 
SftXhly ftfwith Dothan Grcnadicrc irony AH games 
Ispliy. Man Holl, Rt. 1. Box 1 62- A, Pansey, AL 
3S7MM3] 899-6615. 

On A]] Fronis; considered by many lo be the 
premier SUASL publication- Find out why. 
Special triaj subcriptiou offer. On AJ] Fronts, 

P.O. Box 265, Marshall, AR 726S0. 

Hinted : pbm/ftf ARE A/non- AREA for SL/ASL 
scrits. CASS, TP: STAL. AFIDL.. BL, GE*8S. 
PB, PL, FL. KA. UF. FTTG. FT, MD. WAS. 
SC, HOV. DIP, FE. DE, SST, SUB, FTTG, 
TRC, TLD, LW, BB. Hurry moving 10 Tuscon, 
AZ July-Aug 90. Mike Smith. 406 Raiders Rd. 
(Marshall Park). Ft. Ord, CA 93941, (408) 

8994607. 

College students in Orange County seek ftf 
opponents for: 3R. EIA, UF. Have plans to form 
gaming club soon, Marton Carungay, 6532 
Jardines Drive, Huntington Beach, CA 92647. 

(714) 3414137. 

M for BRIT, CIV, MOV. RB. 3R. KREM, 
C0NQUISTRADOR, WQ, and others. Tony 
Strong, 1027 E. 7th St., #5, Long Beach. CA 

WB13, (213) 591-0423. 

The IGA is a fifteen year old organization with 
many ftf activities. We also serve pbcti gamers, 
Write lo Eric Obleman, IGA PBM Director, 
4237 Green Ave.. Los Alamitos. CA 90720 for 
nwre information, or call (213) 431-8573 and 

lave message. 

Experienced gamer seeks opponents for ftf ASL, 
TPS, FP. FT, FL, PGG, RF. TA and UF. David 
M. BalrJini, 19 Winged Foot Drive, Movato. CA 

MM?, (415)883-0923. 

Will play TRC by pbm with AH 2 player pbm 
int. Have most AH titles also. Ftf fine; age 21. 
NmSleere, 3409 North "E" Street. Apt. "B", 
San Bernardino, CA 92405, (714) 882-8299. 
Looking for pbm opponents for BL and ALPHA 
OMEGA. Rafy Grccnblatt. 1935 31st St., San 

Diqjn, CA 92102, (619) 235-8149. 

PbmAK, BB, W&F. VITP. Does anyone have 
pbm mles for BIS? Please notify; 1 will pay you. 
Chick Kayc. 9050 Avocado St., • , A , \ Spring 
Valley , CA 92077, (6 1 9) 693-6 1 1 6 ■ ' 
Veteran adult gamer seeks ftf any game in North 
Bay ires. Also seek mulii-piayer game EIA. 
Arnold Shimo, 1510 Alamo Dr. , J»37. Vacaville. 

CA9K87, (707)452-1647. 

UF gamer seeks AREA pbm; I have system. Call 
or write: Pal Cook, 1900 A Scot Pkwy., #915, 
Valltjo. CA 94591. (707) S52-4Z69. 

ASL players in the Orlando area wanted. ASL 
group is active and meets regularly. Contact me 
for dirtier info. Russ Bunteti, 8424 Shira St., 

Orlando, FL 32827, (407) 851-0732. 

AREA 1600 Rated wishes Rated 1600+ adult 
opponent for pbm RF- Two games with exchange 
of sides. Michael G. Mitchell, 260 Lakcmont 
Dr., Roswll, GA 30075. (404) 998-2152. 
Magic Realm players — beginners or advanced: 
pbm for various scenarios, 1st or 2nd edition. 
Modem OK, AREA preferred. Cherilyn Young, 
1374-B Hooli Circle, Pearl City, HI 96782, (808) 

455-9897 (eves.). 

Tiying lo form club to meet monthly for board- 
games and miniatures. Wide selection of games 
already; call or write: Steven Malecek, 2709 W 
71st Si., Apt. 2 FRT. Chicago. IL 60629, (312) 

925-B930. 

ASL fanatics unite in Chicago area. There are 
many ASL'ers out there. Join the Windy City 
Wargamers. Louie Toltara, 5724 W 106 St., 
Chicago Ridge, IL 60415, (708) 357-7060. 
Heart of Illinois Game Club meets Tuesdays 4-10 
PM at Illinois Central College. We play AH 
boardgames, miniatures, PRG. Dave Cox, 
Dlinois Central College, East Peoria, IL 61635, 
(309| 686-7055. 

Waotcd ftf gamer for ASL or SL. Dave MeLce. 191 1 
W. Pearl Ave.. Rockfora, IL 6 11 03, 377-5557. 
Reliable gainer seeking pbm opponents for 8L, SC, 
FL, Wizard's Quest, Yellowstone, and Outdoor 
Survival. Will try B- 17 also. James M. Cook, 9704 
Stacy Lane, Union, IL 60180, (815) 923-4434. 

Vtanted fif opponents in Lafayette area; will play 
most historical games. Carl Schwamberger, 3S24 
S. Co. Rd. 25 E., Lafayette, IN 47905, 

474-6718. 

Surgeon General's Warning: Too much solitaire 
ASL may cause hair growth on palms and/or 
blindness. KC ASL Club and Opponents Referral 
Service. Ray Verbanic, 3838 Rainbow Blvd., 
Apt. #1109, Kansas City, KS 66103. (913) 
432-3453. 



OPPONENTS WANTED 



COMRADES! The Workers and Peasants Militia 
needs volunteers 10 defend the ordance works 
against the fascist invader! To The Barricades! 
Larry Maxwell, 1419-E E. 125th Terrace, 
Qlathc, KS 66061, f9l3) 829-3718. 

New Orleans Area Gainers Club seeks players for 
all game types and skill tcvets.. Greg Schlocsscr, 3 BOO 
Briani Drive, Marrero. LA 70072. (504) 547-7145. 
Wanted opponents for ftf or pbm 3R r W&P, MD, 
AK, PIC, MD; (will travel to play a game in 
Louisiana). Ricci Moran, P.O. Box 1065, 

Ruston, LA 7T273, pig) 251-9038, 

28-Member Football Strategy League with 18 
years, of tradition seeks new members in Balti- 
more area. Don Greenwood, 1541 Redfield Rd. , 

Bel Air, MD 21014. S93-Q3B0. 

1500+ allied opponent for BB'S 1 (2nd ED.). Ftf 
CIV. 1830, 3R, AAOC, JuUand. EIA, BB'81. 
1776. Howard Newby, Apt. C, Chase Manor 
Motet, 2700 Pulaski Hwy., Edgewood, MD 

2104B t (301) 676-5200. cm 2. 

Anyone interested in participating in a Guns of 
August tournament this summer contact. Rob 
Bcyma, 109 Brentwood Cir,, Pocomoke, MD 

21831. (301) 957-3541. 

Pbm opponent wanted for FE must keep Up with 
weekly turns and play to completion. Will con- 
sider pbm TRC, BL, also ftf VTTP S TRC. 3R. 
Mario Ramirez,. 1811 Mt. Fisgan Ln., #3.2, 
Silver Spring, MD 20903, (301) 652-5403. 
Motivated gamer seeks ftf opponents in Ayer-Ft. 
Dcvens area, ASL, SST. TRC and others. Scott 
Genberg. 834-B Birch Circle. Ft. Devens. MA 

01422, 772-9209. 

DrF players— play DIP by mail with the zip pro- 
tocol or by computer and modem with its pleasant 
counterpart. ELECTRONIC PROTOCOL, Eric 
KJrem, 1 Sinni Circle, B10— Chelmsford, MA 
01824, work— fSOS) 663-54S0, home— (508) 

250 0820. 

Managers needed Slaiis Pro Baseball League; 
several prime teams available, looking for seri- 
ous minded individuals. Will use 1989 Stats. 
James Cieslak T 22301 West Outer Drive, Dear- 
born, MI 48124, Q13) 274-6965. 

Central Missouri Gamers Club looking for new 
members for TRC, FE, EIA. DIP pius others. 
If interested contact: Neal Porter, Rt. 1. Box 
HOP, Hughes ville, MO 65334. (816)827-0025. 
V&nted dependable ftf opponent for SL, GO A, 
WStM , VITP and others. Call after 5 '00 or leave 
message, Carl JSiardin, 9405 Burt St., i/f54, 

Omaha, NE 68114, (402) 393-5852. 

Join the club! The Tri-State Sixatagist meet 
monthly in IA, SD d NE. Miniatures and ASL, 
DIP, Sports Games, Speed Circuit I 25+ people 
per meeting, Russ Gifford, 320 E. 27th, South 

Sioux. NE 68776, (402) 494-B746. 

Looking for Napoleon's Battles ftf opponents and 
hislorical'based. AH games. Have French and 
British armies/great terrain system. Jim Brady. 
29 North Brook Ave, . Basking Ridge. NJ 0792O. 

(201) 766-5435. 

Interested in pbm FE. PR40 TRC. AREA Rated 
1500. International play welcome; only AREA 
competition. Your system or mine. Edward 
Czosnyrowski. 33 Mcdeaiy Ave., Amsterdam, 

NY 12010, r,5l8)843^36R. 

Seeking mature ftf opponents in or near Herbom 
or Giessen. West Germany. 3R, CM, ASL any 
module. Will try others. 15 years gaming ex- 
perience. Aaron J. Derrick. 96th ORD CO, Box 

42, APO, NY 09169. 02772^1044. 

Ftf Newburgh/Poughkeepsie area; I play numer- 
ous titles. Come challenge me to combat. Wil- 
liam Sanders, 102 Orchard Rd., Gardiner. NY 

12525, (914) 883-5279. 

3R fanatics in NY area are forming group for 
regular multi-player games, help ptaytest 5th 
edition rules. Joe Brophy, 16 Beachfront Lane, 
New Rochelle. NY 10805, (914) 636-6317, 

683-1135, 

Wanted pbm or ftf opponents for AK, BB. FE, 
FT, DIP. EIA. GE, GOA, SC, VTTP. WStM, 
BR, CIVTL WAR. Roberto Sanchez, 2402 
Cherry Hill Drive, Poughkeepsie, NY 12603, 

(914)485-5166. 

Adult gamers new to RTP area interested in join- 
ing FRF group for RuncQucst, etc. weekends 
only. Willing to travel. Dick Jesser, Rt. #3, Box 
256- A, Creedmoor. NC 27522, (919) 528-3768. 



I'm new to the triangle area and am seeking ftf 
play: GOA, RF, dV, BB, GE, SST, TP:STAL., 
FTTW, TRC. Jim Falling, 2102 F Duck Pond 
Circle, Morrisville. NC 27560, (919) 467-6666. 
ASL players wanted to form an association in 
southeastern North Carolina. Steve Treatman, 
101 Dundee Ln., Spring Lake, NC 28390, (919) 

497-1225. 

Gamer seeks ftf opponents for CIV. AF, STAR- 
SHIP TROOPERS. Will try others. Mike 
Rahmcs, P.O. Box 383, South Euclid. OH 

44121. 

Midwest City resident seeks irregular 3R ftf play. 
John Michalski, Box 60665, Okla City, OK 

73146. 

Sgt. DeBraal has transferred from Dutch front 
i.o Oregon, Looking for any AST. ^nl'H^insi.-. in 
Eugene/Springfield area. Jeff DeBraal. P.O. Box 
3855, Eugene, OR 97403, (503) 746-7842. 
AREA 1502 verified seeks Rated pbm for BB, 
FR. TRC, STAL, WAT. Must be willing to play 
2 games, once each side. R. G, Robinson, 83 
Greenwood Dr., New Cumberland, PA 17070, 
(717) 938-4505 

The Emperor of ETNA wishes to meet more 
local wargamers for some fun or serious ftf 
gaming. Tom Scmian, 219 'A Kittanning St,, 

Pittsburgh, PA 15215. 7S1-2I47 : 

Looking for opponents for a 4 player pbm game 
of BRJT, Have pbm referee already iined up. 
Atso looking for other ftf or pbm competition. 
Jeffrey M. George, 40 High St., Apt. #18, 
Pottstown, PA 19464. (215) 970-9431. 
Pbm opponents wanted for GE'SB. AF/DL, 
FTTW, OEV, WAS. WAT and PAA. Rated or 
Non-Rated, Ed Snarski. Ill Swanson Road., 
Wilkes-Barre, FA 18702. (717) 825-2323. 

Any ftf wargamers in Reading. PA? Large collection; 
possible club formation? Vm intermediate level but 
a fast Learner. Miniatures also. Keith Eshelman, 49 
SeltMt Ave,, Womelsdorf, PA 19567. (215) 

589-5528. 

Looking for wargamers in Puerto Rico, ftf; form- 
ing club. Continental USA pbm opponents wel- 
comed. Any game. Carlos H. Bcnitcz, 174 
Cataluna, Vista Mar. Carolina. PR 00630, (809) 
76 B- 8265. 

26 year old gamer, new to the area, looking to play 
anything, 3R, SL. CIV, etc. Tim Francis, 24 Chest- 
nut Street, Cranston. RI 02910, (401) 781-9106. 
1500 Prov. seeks same for pbm or ftf MID. SC, 
PIAY, AK. LW, 3R. RF, TRC. STAL, TP:STAL, 
PB, WAS. Pat Hall, 1007 N, Edisto Rd.. LeesviUc. 
SC 29X170, (803) 657-5685- 

Wanted: Opponents for SUPERSTAR BASE- 
BALL. Also will GM/pbm: Dune. CIV, FREE. 
BRnVGE'SS. STAL. ALEX. AREA 1800, 
Roger Cox, 57 Coastline Drive, Inman, SC 

29349, (803) 592-1249. 

Anything but ASL or SL!!! Opponents wanted 
for SST, PGG, any U.S. CIVTL WAR games. 
Also Gamemaster TT. OV. 3R, W&P, RB. Rat- 
ed for not, "MOJO 1 ", c/o F.W. Cox, 5108 Bor- 
man St., Spartanburg, SC 29301. 

1500 Prov. seeks Rated pbm PB. $L t ftf Rated or 
not UF, EIA, TA, ASL, FP, CIV in Knoxville area. 
Charles Hawkins, P.O. Box 110, Corrylon. TN 
37721. 

Attention! East Tennessee Tacticians need ASL'ers 
of all levels. Meeting on the second Sunday, each 
month. Playing micro and macro, ASL only. For all 
ASL'ers. Tim Deane, 720 Carolyn Dr., Jefferson 

City. TN 37760, (615) ^75-9286. 

Attn: D/FW area wargamers! The Texas "War Dcpt. 
meets once each month to play all types of historical 
conflict games. For more info. , please contact: Greg 
Clayton, 3550 Timberglen Rd.. #302. Dallas, TX 

75252, (214) 306-1451. 

Wanted: players for si-move EIA campaign. Strict 
deadlines. Reliable only need reply. All letters 
answered. David Holmes. 7301 B Alma Dr,, #627, 

Ptano. TX 75025, (214) 517-4265. 

TAanad; experienced player for umpire pbm TA, Al- 
ready have one player and umpire. Send SASE. Scott 
Ransom, 1507 Meadow Glen, Richardson. TX 

75081, (214) 235-6647, 

A pbm multi-player umpired game of MBT is 
now formng. Send a SASE for details- Steve 
Desrosiers, 15927 Eastcape Drive, Webster, TX 
77598, (713) 480-1813. 



Adult gamer looking for opponents in Sandy/SaJt 
Lake City area. I am equally interested in history, 
competition and fun. Tim Hail. 9782 Winter- 
wood Dr., Sandy, UT 84092, (801) 571-2506. 
Fit" TT, CIV, SC. others in Washington, DC 
area. Do any TT gamemasters need a pbm 
player? Ed Wrobel, 3932 Forestdale Ave. . Dale 

City, VA 22193. (703) 670-34&9. 

24-year old seeks opponents for BB, ASL, FE 
and others. Willing to drive 30 miles. Alex 
Mcdeiros. 11714 237th Ave., CT. E. Buckley, 

WA 9832 1, 897-8234 

Adults playing for history and fun. Ftf most any- 
thing; pbm BB81 , TRC, FE. PL, others. Steve 
Lay ton, 768 Bellevue Ave., E. ft\ 1, Seattle, WA 
98102, (206) 324-7505. 

Gamers in North VA for FT. BIS. VITP, SL, and 
more. Ftf wanted. Can travel weekends; can play here 
too! Robert Bloom, 70? Marytand Avenue. , Shenan- 

dpah, VA 22849, (703) 652-8680. 

Need players for umpired TA, FL. will also accept 
any openings in your own umpired game. J. Thoma- 
son, 4140 I4ih South. Seattle. WA 981 OS. 
Playing wargames 20+ year. Now want lo get 
serious! Pbm MD, WAS, VITP. LW. Wish to learn 
others, but not ASL. Ftf almost anything. Michael 
Knauti, 1826 W.Kamps Ave,, Appleton.wi 54914, 

(414) 731-3375. 

Interest Group Milwaukee wants you! 12 year old 
group looking for new blood. Regular meetings, 
many games including most multi-player. No Dues! 
Contact: Jayson Gralewict. 1413 240lh Ave., 
Kansasvilie. WI 53139, (414) 378-0618. 
Cheyenne Armchair Generals meets each Sunday, 
Twenty members and growing. SL, TRC, EIA, CM. 
DIP, many others and various miniature systems. 
Larry Sturgeon. 3508 Amherst, Cheyenne. WY 

82001.(307)635-0512. 

Wanted pbm players to play following games: ATA", 
DD, DIP. FT, FE. GOA. TRC. 3R, J am AREA 
Rated (1500). Corey Masson, 2407 17th St., S.W.. 
Apt. 5. Calgary. AB. Canada T2T 4M9. (403) 

245-8126. 

Looking for ftf opponents in the Sudbury Region, 
Play SL thni Gl. FT. AF, SUB and others. Any clubs 
or groups I should know about? Shaughn Haines. 
General Delivery, Espanola, Ont.. Canada POP ICO. 

(705) M9- 5682. ^ 

Adult solitaire ASL players seeks mature opponents 
of any age; for ftf play, Michael Rodgers, 5187 
Beamish, l^rrefbnds, Que., Canada H8Z 3G4. (514) 

620-5757. 

ASLopponenl wanted, R,K,B. Hanker, 1302 E. 37 
Ave., Vancouver, B.C. V5W-1G5, 322-6698. 

ASL Enthusiast in BC-Canada, looking for ex- 
perienced opponent, will try pbm. Kene K.B. 
Hanker, 01302 E. 37 Ave., Vancouver, BC 

V5W IG5, 322-6698. 

Ftf opponents wanted for ADV, PB, PL, CASS. 
Will also pbm. Robert Hickman, 75 Hazclglen 
Dr., Kitchener. Ontario N2M IE2. (519) 

576-9259. 

New to AREA would like to pbm FE, HW, 
PGG, CM', 3R will take on any age, any rating 
(non-rated also). Ron Garrow, 11815 Guertin, 
xiprirc^l. Que H4J IV^ : . r5l : l> 3 32-fi:^:. 
Experienced gamer age 27 seeks ftf opponents 
in Montreal region. Also seeking non-AREA 
pbm for TRC, AK. BB'81, VITP, FE, ALEX, 
Open to new tides. Carl Farad is, 1409 Mont- 
Royal Blvd., Outremont, Canada-Oue H2V 2J5. 

(514) 272-3219. 

Pbm or ftf opponents wanted for 3R orSL, All tetters 
answered. Valtter Pirttila. Ja'a'ra'nmarTTikatU 16, 
20200 Turku Country. Finland, 358-21-303887. 

UK Wargamer seeks mature adults for pbm with 
Pacific War or Vietnam. Multi-player options 
likely on good response. All letters answered- Ian 
Hayes, 12 Lightfoot Road. London. N8. UK. 
Any pbm gamers in Italy? In Europe? In U,S,A,? 
Jf Italy is not too far write me. MD, RW, FT, 
ATW; will answer all letters, Paolo Rubino, Viale 
Unita* ol 'Italia 13. Formia. Italy Q4Q23- 
Norwegian pbm gamer seeks opponent for Rated 
pbm games. Will play TRC, FE, BB Stein Surland, 
Svalc^cic n 24, 3030 Drammen , Norway , (03) 
K84746. 

Wargamers in Frankfurt/Wiesbaden area, boardgames 
and miniatures of all kinds played at weekly club 
mecdngs. Theo Bierschenk, USA VEO (West Ger- 

many). APO, l^fY 09757, 06190-1535. 

Wargamers wanted in the FRG. To join DA War- 
gamers; write Patrick Fcnnessey, CMR 594. APO. 
NY 09175, 06151-314125, 
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TURNING POINT: STALINGRAD 

Clarifications & Errata 

Russian Setup Card: There are two 2-2-5" s (not 
one) among the five armor units of the 244 
Division, 13 TD Brigade. 

German Setup Card: The 38 9th Division 
Artillery may sei up in any Gcnman-comrolled 
green Area as well as Zone E. The reduced 
depictions of German withdrawals on the from 
of the German setup card should have been 
printed red. 

6 . 1 There is no Russian 1 st daylighl i mpulse on 
September 13th. The Russian's first impulse is 
the second daylight impulse. Thus, the order of 
play is German Day I . Russian Day 2, German 
Day 2, Russian Day 3, etc. 

6.32 "Remove ail Duration markers matching 
that day's color h ' unless under an isolation 
marker, 

8.2 1 None of these restrictions apply to retreats . 

8.28 "infiltration allows a unit in a Russian- 
controlled Area starling its impulse adjacent to 
an Area (not a Zone) containing no Fresh German 
Combat units to enter that adjacent Area directly 
without attacking <my Spent Centum units and 
therefore suffer only Duration 1 Disruption.' 1 

8.31 L, Any attack into an adjacent Area by units 
remaining in their own Area (whether or not they 
start that impulse in that Area} is a Ranged 
Attack." The doubled TEAS applicable to a 
Ranged Attack does not applv to the creation of 
Rubble, 

OPTIONAL: Flayers who find Play Balance 
favoring: the Germans should consider tripling the 
TEM for Ranged Attacks instead of doubling. 

8.36 Air and Artillery attacks do not qualify for 
Overrun status. 

ft.37 Units may not Rout voluntarily. 

12.21 Isolation reduction effects can reduce a 
unit's combat factors to a negative number. 

14,41 "A Regrouping Mechanized unit which 
fails a Rubble Entrance DR must remain in its 
present Area during that impulse." 

14.8 Addendum! Rubble never increases the DV 
of Armor. (EXAMPLE: If an armor "3" and an 
Infantry "2" are in a +3 TEM Area with Rubble 
2, the Infantry would be the prime defender with 
a total DV of "7".) 

15.3 Prior to combat resolution "Russian 
Artillery can add its Attack Factor to the OV of 
Russian Attacks ..." 

15.31 The South FAG may not fire into Zone C. 



15.32 The German always gets a Counter- 
Battery opportunity— whether or not he has any 
Counter-Battery units in that quadrant. 

16.5 "Spent units may move during night 
impulses, but their movement is limited to one 
Free Area per impulse." 

IS. 3 No other units in the landing Area may 
move or fire during a Ferry attempt. 

Kuibyshev Sawmill Scenario 1: "The German 
should roll for initial Rubble placement in Areas 
33, 61, 62. and 63." 

Kuibyshev Sawmill Scenario 3: "The Germans 
win if at the end of one week they have gained 
control of four Victory Points within the play- 
ing area."' 

THIRD REICH 

29.414 When arc bombarding fleets eliminated 
in an "EX" combat result? 
A. This rule is badly worded. What was intended 
was thai bombarding: fleets are never eliminated 
after a combat result unless the attacking player 
voluntarily eliminates them in order to preserve 
other units. This applies to all combat results. 
The Second sentence of 29:414 refers to the only 
lime when any rational player would wish to 
eliminate fleets. The example following the rule 
should be extended— if the defender had a 3-3 in- 
fantry unit instead of a 2-5 armor unit, the 
attacker would still only lose his two invading 
3-* infantry units on an EX . . . unless he choose 
to remove enough fleets to preserve one or both 
of them. The defender's losses arc not reduced, 
however, to reflect the attacker's decision. 

HITLER'S WAR 

Q. Is there an inherent Garrison in a hex that con. 
tains only undcr-construcbon Fort SP7 Only 
Missile 5P? Only Ship SP? 
A. Yes in all three cases. 

Q. In the "Fall of Germany" scenario, suppose 

the closed undevastatcd production point to an 

out-of-supply Soviet hex is an Allied one; do the 

Allies lake control of the Soviet hex? 

A, Yes, 

Q. If the Axis player announces strategic bomb ■ 

ing of Soviet territory only, does that mean that 

his bomber force cannot be attacked by Allied air 

defense? 

A. Of course. 

Q. For National Morale, can the "Loss of Gibraltar 1 ' 
or "Loss of Suez 1 " modifier be applied to Britain 
more than once (i.e.. if Britain recaptures and 
then loses one of these again)? 
A. No. 



TOKYO EXPRESS 

Solitaire Game of The Guadalcanal Naval Campaign; 1942 



$35.00 



The first of the Victory Games tides to 
be rated independently did not show well, 
although this small number of responses to 
our regular survey of a new design obviates 
almost any possible conclusions. However, 
certain of the number below are not far off 
the mark 1 suspect, and have some validity 
for those who may be contemplating a pur- 
chase of TOKYO EXPRESS. 

Certainly, the '"Complexity" rating 
seems in line with that assigned by the 
gnomes of VG. And the "Game Length" is 
likely fairly accurate, since this tends to 
more an objective evaluation than a subjec- 
tive one. If you are looking for an engaging 
solitaire challenge thai will occupy an even- 
ing's play, the game seems to be tailor- 
made And,, if the small sample base is taken 
into account, the component quality is about 
what one has come to expect from Victory 
Games. Of the other values— keeping in 
mind that these represent the collective 
opinion of but 16 of your fellows— several 
are better than the average found on the 
RBG. In summation, while it is yet perhaps 
a bit early to judge this latest solitaire offer- 
ing, if interested in the subject matter,, it 
would appear that the prospective buyer 
won't be disappointed, 



Drawing less than 50 responses „ the 
abbreviated ratings for TOKYO EXPRESS 
will not appear on future installments of the 
RBG. However, listed below are all the 
ratings for those potential buyers of this 
newest solitaire offering: 

Overall Value: 3.06 
Components: 2.81 
Map: 3.59 
Counters: 2.83 
Rulebook: 3.68 
Complexity: 7.75 
Completeness of Rules: 3.25 
Play ability: 3.78 
Excitement Level: 3.93 
Play Balance: 3.68 
Authenticity: 3.37 
Game Length (average): 19.15 

Shortest: 1 hr., 37 mins. 

Longest: 4 hrs., 46 mins. 
Year: 1988 
Type: SO 
Sample Base: 16 



READERS BUYERS GUIDE 

The following games are ranked by their reader-generated overall Value rating. 
Further aspects of reader response to our titles are indicated by the ratings 
in other categories. By breaking down a game's ratings into these individual 
categories, the gamer is able to discern for himself where the title's strengths 
and weaknesses lie in the qualities he values highly. Readers are reminded 
that ratings take the form of a numerical value ranging from 1 to 9 (with "1" 
equalling "excellent" and "9" equalling "terrible"). However, the Game Length 
category is measured in multiples often minutes (thus, a rating of "18" equates 
to three hours). A "+" following the Year of release indicates that the game 
is continued or complemented by additional modules in successive years (for 
instance, the ratings for SL reflect the entire system — original game plus add-on 
modules). Game Type is broken down into three broad categories: SO = Solitaire; 
MP = Multi-Player; 2P=Two Player. Finally, it should be noted that a minimum 
requirement of 50 responses (see the "Sample Base") was judged necessary 
for a valid representation; additional titles that garner such will be added to 
the RBG in the future. 
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ADVANCED SL 
1830 


1.80 
1.85 


1.77 
200 


9,25 

3.66 


2,11 
2.72 


3.44 
2.04 


2.04 
3.20 


33.02 

24.52 


1985 + 
1986 


2P 

MP 
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50 


CMUZATIQN 


1,87 


2.60 


3,20 


2.03 


1.72 


4.09 


32.08 


1982 


MP 


152 


FLATTOP 


2.00 


2.47 


3.61 


3.12 


3.56 


1.76 


43.96 


1981 


2P 


95 


EMPIRES IN ARMS 


2. OS 


2.45 


8.08 


2.94 


3.84 


2.11 


156,68 


1986 


MP 


71 


UP FHONT 


3.11 


2.24 


4.36 


2.83 


2.38 


3.56 


10.16 


1983+ 


2P 


126 


RUSSIAN FRONT 


2.12 


2.33 


5.32 


2.88 


2,67 


2,40 


40.16 


1985 


2P 


113 


KREMLIN 


2.28 


2.51 


3.64 


3.33 


1.81 


5.24 


11.94 


1938 


MP 


63 


BRITANNIA 


2.31 


3,06 


2.93 


2.89 


2.07 


3.52 
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19B7 


MP 


77 


TAC AIR 


2.3B 
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GETTYSBURG 
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1988 


2P 
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2.55 
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3.32 


1.91 


5.56 


21.09 


1977 


2P 
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RUSSIAN CAMPAIGN 


2.60 


3.35 


3.85 


3.10 


2.28 


4.22 


35.44 


1976 


2P 


220 


ENEMY IN SIGHT 


2.61 


2.86 


2.30 


2.63 


1.87 


5.76 


7.73 


1988 


MP 


68 


GASSING 


2.68 


2.71 


4.43 


2.75 
2.69 


2,32 
292 


2.63 
5.16 


23.67 
33.26 


1988 


2P 


52 


DIPLOMACY 


2.71 


3.36 


3.00 


1976 


MP 


169 


ST. NAZAIRE 


2.72 


2.56 


4.01 


3.12 


280 


2.52 


18.92 


1987 


SO 


98 


FIREPOWER 


2.76 


3.03 


6.42 


3.63 


3.76 


2.83 


16.48 


1986 


21= 


94 


SI0RM OVER ARNHEM 


2,78 


2,68 


3.84 


2.84 


2.32 


3.49 


24.35 


1981 


2P 


87 


FLIGHT LEADER 


2.79 
2.80 
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2.87 
2.85 


4.62 
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3.00 
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3.33 
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SO 
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SQUAD LEADER 


2.B4 


2.11 
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4.27 


3.00 


21.37 


1977 + 


2P 
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2nd Fleet 
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THIRD REICH 
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BULGE '81 
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2.92 


3.19 


28.02 


1981 


2? 


155 


PANZER LEADER 


3.12 


2.79 


6.63 


3.72 


3.32 


3.82 


19.47 


1974 


2P 


210 


WAR & PEACE 


3.13 


3.44 


4.55 


3.68 


2.95 
2.47 


3.15 
4.48 


36,80 
29.08 


1980 


2P 


138 


TITAN 


3.16 


2.68 


3.48 


2.66 


19 82 


MP 


65 


Civil War 


3.20 


3.69 


6.95 


3.92 


4.17 


3.68 


46.96 


1933 


2P 


112 


DUNE 


3.21 


2.48 


3.29 


2.93 


288 


4.28 


15.B4 


1979+ 


MP 


37 


MAGIC REALM 


3.29 


2.44 


8.41 


4.08 


4.20 


3.79 


20.76 


1979 


MP 


75 


Battle Hymn 


3.32 


3.33 


5.24 


4.32 


3.48 


3.89 


21.26 


1986+ 


SO 


51 


NAVAL WAR 


3.3 S 


4.20 


1,12 


3,40 


1.60 


6.72 


6.00 


1983 


MP 


ai 


STARSHIP TR0PPERS 


3.36 


3.12 


4.84 


3.32 


3.20 


3.12 
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KINGMAKER 


3.39 


3.21 


5.65 


4.48 


3,49 


4.63 


27.98 


1976 


m 


141 


PG GUDERIAN 


3.40 


3.24 


5.44 


3.20 


a 28 


3.32 


22.87 


1984 


2P 


80 


fWTTON'S BEST 


3.43 


3.22 


4.16 


4.23 


3.25 


3.87 


14.13 


1987 


SO 


109 


GLADIATOR 
CIRCUS MAXIMUS 


3.44 
3/47 


3.36 
3.60 


3,89 
3.28 


3.32 
3.39 


2.56 
2.84 


3.20 

3.36 


8.69 
11.70 


1981 
1980 


2P 

2P 


66 
91 


6th Fleet 


3.48 


3.04 


5.64 


3.73 


aee 


3.64 


47.67 


19B5 


2P 


59 


AIR FORCE 


3.48 


4.27 


5.36 


3.64 


3.61 


3.12 


12.90 


1980+ 


2P 


76 


ARAB-ISRAEU WARS 


3,49 

3.56 


3.25 
3.55 


6.93 
4.92 


3.72 
4.16 


3.52 
3.26 


3.72 


16.37 


1977 


2P 


123 


PANZERBLIT2 


4.E0 


18.25 


1970 


?.p 


215 


FA AFRIKA 


3.63 


3.68 


4.23 


3.36 


3.19 


3.88 


25.14 


1981 


2? 


80 


Pacific War 


3.64 


3.57 


7.98 


4.32 


5.28 


3.19 


120.63 


1986 


2P 


63 


Pax Britannia 


3.64 


3.60 


4.65 


3.91 


4.25 


4.81 


52.14 


1985 


MP 


B0 


MIDWAY 


3.65 


4.48 
3.56 
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4.88 


3.16 
4.28 


2.43 
3.85 
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2P 


130 


DWTK 


3.88 


1981 


MP 


52 


Ambush 


3.68 


4.08 


4.34 


4.40 


3.91 


4.61 


19.69 


1983+ 


SO 


121 


FORTRESS EUROPA 


3.73 


3.1:-. 


5.36 


3.78 


3.88 


3.57 


42.44 


19S0 


2P 


157 


AFP.IKA K0RPS 


3.77 


4.43 
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2.84 
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5.40 


21.44 


1984 


2P 
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HITLER'S WAR 
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WAR AT SEA 
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BLITZKRIEG 
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D-DAY 
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1977 


2P 
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RKHTTHOFEN'S WAR 


4.33 
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3.60 
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1983 


2P 


53 


PANZERKRIEG 


4.35 


4.02 


5,11 


3,84 


aaa 


3.28 


24.49 


1973 


2P 


137 


GUNS OF AUGUST 


4.41 


4.00 


6.32 


4.56 


4,51 
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44.72 
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2P 


139 


WATERLOO 


4.44 
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2.21 
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17.99 
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2P 
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MostVs RaW 
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4.42 
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19B5 
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4.08 
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20.08 


1971 


2P 
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Nato 


4.96 


4.16 


6.28 


5.24 


4.76 


4.63 


33.70 


1983 


2P 


73 


TACTICS II 


5.88 


6.22 
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3.89 
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6.B0 


14.B7 


1961 


2P 


108 



The always loud voices of the ASL fraternity 
made themselves heard in reponse to our featur- 
irtg WEST OFALAMEIN in Vol. 25, No, 6 -bringing 
it, in the process, an Overall Rating of 2.85. There 
also seems to have been enough material on other 
topics to keep the rest of the readership molified 
as well. Seemingly, Mr. Markuss' excellent article 
on the British Army in World War II pleased both 
camps, leading it to dominate the polling of reader 
reaction to the articles. Based on a random 
sampling of 200 responses to Vol. 25, #6 (with 
three points awarded for a first place vote, two for 
a second, and one for a third), the ranking is as 
follows: 

TOMMY ATKINS AT WAR 340 

DESERT WINDS 222 

SQUAD LEADER CLINIC 155 

SPECIAL AIR SERVICE 93 

BROKEN SWORDS 88 

UP ON THE AFRICAN FRONT 60 

WITH ROMMEL IN THE DESERT 52 

COMING ATTRACTIONS 38 

SPORTS SPECIAL 35 

AH PHILOSOPHY 33 

PAX DISCORDIA . 30 

AREA NEWS 27 

COMPUTER CORNER 17 

BUT NOT ALONE 10 

Canadian customers might be interested to 
know that our new To 1 1- Free Number (1-800- 
999-3222) works equally well for them. Accord- 
ing to the staff of our Order Department, we are 
receiving still a number of regular long-distance 
phone orders from Canada. This is now an un- 
necessary expense for those who look to our 
games to keep "cabin-fever" at bay. Canadians 
with a major credit card wishing to avail them- 
selves of by-phone direct ordering may now do so 
unhindered. 



Landing on our desk recently was another new 
'line— Pirates— a relatively new effort by Chuck 
Uete. Although it does carry PBM games of that 
old standard DIPLOMACY, Mr. Lietz is also offer- 
ing moderated postal games of some other, less 
common Avalon Hill multi-player titles. At the 
moment, he is looking for players for matches of 
GUNSUNGER, MAGIC REALM, BRITANNIA, WAR 
& PEACE and has just commenced a game of 
KREMLIN. Costs are nominal— a $3.00 game fee 
and a $6.00 annual subscription to his 'zina If you 
are looking for something different in the way of 
postal gaming, contact Mr. Lietz for more details 
IPO. Box 221, Stevenson, WA 98648). 

The Avalon Hill Football Strategy League recently 
completed its 1 7th consecutive year of play when 
second-year player Jim Grant won his first Super 



Infiltrator's Report 



Bowl (17-3 over the Green Bay Packers of Don 
Greenwood], The 2S-member league then capped 
off their season by losing a challenge match with 
a rival league from Philadelphia (five games to 
four). Players wishing to join either league, or to 
challenge the AHFSL to a match, should contact 
Don Greenwood (c/o Avalon Hill). 



For fans of ADVANCED SQUAD LEADER, there 
is now available a computer program (devised by 
Mr, Tim Kitchen of Rochester, New York) that will 
generate DYO scenarios for them. The program is 
loosely based upon the system introduced by Greg 
Schmittgens and Charlie Kibler back some time 
ago in The GENERAL (Vol. 24, No. 1); it was 
written for the IBM PC and should run on any true 
compatible with any memory configuration greater 
than 64K. Basically, the program generates a 
scenario using various charts; it randomly deter- 
mines nationalities, date, initiative, board config- 
uration, total point values, victory conditions, ELR 
ratings, weather, eta In effect, it gives the players 
all the data necessary to play an ASL scenario 
(except the actual purchase of forces, which of 
course is left to them). The program is being dis- 
tributed free of charge by Mr. Kitchen, so ASL 
players can look for it on local electronic bulletin 
boards, or they can call The Data Comm BBS in 
Rochester (716-271-6592) or the Ffutonium Mines 
BBS (716-334-2305). 



Subscribers will have noticed something differ- 
ent when this issue arrives— gone is the mailing 
envelope; replaced with a one-color warp-around 
mailing cover. This is something of an experiment 
for us, another in our series of efforts to both cut 
costs and expand our coverage. The savings for 
us in simply binding the magazine within its mail- 
ing cover are obvious; and the extra pages provided 
can be used lor material that would otherwise 
demand space within the pages of the magazine 
(surveys, awards ballots, advertising, etc.). 
However, there are also some rather obvious draw- 
backs. Obviously too, this cannot cover all our 
needs, since it will be ncessary to occasionally 
make use of an envelope when enclosing loose 
material within these pages— such as the annual 
bonus variant counter sheet (for instance, our next 
issue). As this is an experiment, we'd like to hear 
your opinions. Just drop a line to me— Rex A. 
Martin, Managing Editor, c/o Avalon Hill— to voice 
your views on our proposed use of a mailing cover 
for The GENERAL 
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Our questions (Contest #148) designed to test 
your grasp of the esoterica of ASL brought the 
usual large number of entries— mostly wrong. 
When the dust on our desk had settled, we were 
left with a random drawing to determine the 
winners, each to receive a merchandise voucher 
from Avalon Hill. Not surprisingly, there were a 
number of recognizable names from our various 
ASL playtests among the final group, happily 
assuring us that the published scenarios are get- 
ting the best testing possible The ten winners are: 
Michael Black, Fairfax, VA; Darryl Burk, Ravenna, 
OH; Richard Crowe Jr., Shirley, MA; Andy Daglish, 
Cheshire, UK; Jeffrey Gross, Cambridge, MA; 
Thomas McCorry, Sterling, VA; Robert Orf, San 
Bernardino, CA; Paul Rosengrant, Peoria, iU Tom 
Slizewskt, Arvada, CO; David van Steenburgh, 
Litchfield, CT, I must also make mention of one 
entry which, while certainly not a prize winner, 
deserves some sort of "honesty" award. Perry 
Cocke of Baltimore submitted the following in 
answer to the two questions: 

1} I never roll low enough to get Critical Hits! 

2) Are you telling me that even if I could 

manage to roll snake-eyes I might not get a 

Critical Hit? I hate this gamel 

Contest #149 pitted the entrant against the 
wealthy Whynom s in a playing of the final turns 
of MERCHANT OF VENUS. To snatch victory from 
them was not so much a matter of movement, but 
rather one of astute trading. Asked to show the 
Human actions of the next two turns, the correct 
response would read as follows: 

First Turn: Move to the Nik port at Wet Landing 
to trade with 10 (the Qossuth), There sell one 
Servo-mechanism and one Pedigree Bolts; buy a 
port, factory, one Psychotic Sculpture, and one In- 
finite Puzzla 

Second Turn, if the Whynom moves to Cholos and 
buys a factory: Move to your own port at Paintfall 
to trade with 1b (Volois). There sell the Psychotic 
Sculpture and the Infinite Puzzle and your Shield; 
turn in your Volois IOU and buy a port and a 
factory. 

Second Turn, if Whynom takes any other action: 
Move to your port at the Inhabited Moon (Graw); 
sell the Psychotic Sculpture, Infinite Puzzle and 
Shield. You buy the other port and the factory, and 
you load the Fare to 10, 

With this, your next move should be obvious— 
flying back to the Qossuth to deliver the fare. From 
there, if need be, you can return to Base with the 
fare waiting on the Water World. With the bonuses 
you gain for trading at your own port on the 
second turn described, you have just enough to 
claim the victory . . . before the Whynom player 
can do so. 






journey to wioscow to experience 
first-hand a humorous behind- 
the-scenes look at the intrigue, 
double-dealing, back-stabbing 
and outright paranoia that has 
characterized the soviet Politburo 
throughout history in a delightful, 
satirical study of power politics 
in its rawest form. Now you can 
plot your rise from the ranks 
of the people to Candidate, and 
then on to the Politburo itself. 
Will your Five Year Plan succeed 
and raise you to a first-level 
Ministry, or fail and raise only 
the ire of the KGB? The price 
of failure is sureiy a one-way 
cattle car to Siberia. ..unless 
rumors of the KGB Head's son 
defecting to the west are true. 
Hmmm..."Cornrade KGB Chief, 
before we discuss affairs of state, 
how are the wife and kids?" And 
so it goes...one hilarious purge 
after another in a system of 
sinister governmental checks and 
balances that only the Soviets 
could devise. 




The very name conjures ui 

images of power and intrique 

beneath the onion-shaped spires 

of the world's most austere, yet 

powerful, capital. He who 

controls the governing body 

therein has his finger on the 

pulse of the world. Who is this 

man who holds the destiny of 

mankind in his hands? What is his 

power base? How did he become 

head of one of the stronges 

nations on earth? 



No one is safe in this diabolical 

game of power grabbing. Your 

staunchest political ally may have 

one foot in a rival camp and sell 

you out for his own advancement 

Even the walls have ears in the 

Kremlin, is it any wonder that the 

stress of Party office weighs sc 

heavily...litera!ly aging characters 

before your eyes? But that's 

life...and death in the KREMLIN. 



a x22" mounted 
Garneboard 
260 die-cut 2-sided laminated 
Playing Pieces 
24 Polltidan Cards 
36 Intrigue Cards 
1 Easy Basic Game Rules Folder 
1 Advanced Rules Folder 
1 20-sided Die 



1 Turn = 1 Year 
Individual Politicians 

6 devious pec:. 

es 12 and up 

1-2 hours 



The Avalon Hill 
Game Company 

■ of Monarch Avalon. Inc 
4517 Harford R< 
Baltimore, MD 21214 



GRAB AT GRIBOVO 



ASL SCENARIO G10 
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GRIBOVO, RUSSIA, 3 January 1942: In late December, while the battles for 
Moscow were still boiling cauldrons, STAVKA ordered four Soviet armies to attack 
and destroy the German 4th Army. To assist in the action, a tactical airdrop by 
Soviet paratroopers was planned to disrupt German command, communications 
and logistical systems deep in the rear. The 1st Battalion of the 201st Airborne 
Brigade was directed to take and hold as long as possible the villages of Gribovo 
and Maslova astride the main road. They were also to blow up bridges over the 
river Shayna in order to prevent German supplies and reinforcements from arriv- 
ing at the front. Making the airdrop at night, Captain Surzhik led part of his com- 
mand directly in its fall on the village of Gribovo. 

BOARD CONFIGURATION: 



VICTORY CONDITIONS: The Russians win if they Control all build- 
ings on/between hexrows M and V on board 12 at game end. 

TURN RECORD CHART 



BALANCE: 

• Add a Hero to the German OB. 

* Delete the 7-0 from the German OB. 




# GERMAN Sets Up First [100] 



* RUSSIAN Moves First [165] 



1 



8 



END 




Elements of Infanterie Division 276 [ELR: 3] set tip on board 12 on/between hexrows M and V [EXC: Hidden German units 
(with accompanying SMC/SW) may be set up in any woods /building hex of the playing area] : {SAN: 2} 
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Elements of the 1st Battalion, 201st Airborne Brigade [ELR: 4] enter by Air Drop <E9.) on Turn 1: {SAN: 2} 
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SPECIAL RULES: 

1. EC are Deep Snow (E3.73) with no Wind at start. Extreme Winter (E3.74) 
is in effect. 

2. Night Rules are in effect. The initial Base NVR is five hexes with no Cloud 
Cover and no Moon. The German is the Scenario Defender (El .2); the Russian 
is the Scenario Attacker. The Majority Squad Type for the German is Lax; 
for the Russian, Stealthy. Note that the Russians may not use Cloaking coun- 
ters (El. 41 & E9.ll). 

3. All buildings on all boards are wooden. All paved roads are plowed; 
unpaved roads are not plowed. 

4. The German Sniper counter is placed onboard just before the Russian 
parachutes land (E9.4). The Russian Sniper counter is placed onboard 
immediately after the first Russian Player Turn is completed. 



AFTERMATH: After assembling as many men as possible, Captain Surzhik led his 
force in driving the surprised German troops out of the village in a sharp firefight. Deploy- 
ing about half of his men around the village, Surzhik sent another group out to destroy 
the nearby bridge over the Shanya, During the next few hours, the Soviet paratroopers 
repulsed several attempts by the Germans to reoccupy the village. As dawn came, stronger 
counterattacks were mounted by the Germans, but the Desanmiki kept the road closed 
between Medyn and Gribovo for several days. At last, running low on ammunition, 
the paratroopers began a fighting withdrawal toward the advancing Soviet 43rd Army. 
On 1 1 January, after some cosdy skirmishing, the cold but cheerful paratroopers linked 
up with friendly forces near Kremenskoye. 
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LIPKI, RUSSIA, 3 July 1941: Under pressure from Stalin to hold Smolensk, 
Yeremenko was desperate to halt the German offensive. On 1 July, he committed 
his sole armored reserve: the 1st Moscow Motorized Rifle Division under Major- 
General I.G. Kreyzer. It was a crack unit, the pride of STAVKA. Equipped with 
the new T-34 and KV-2 tanks, the division moved off to meet and defeat the 18th 
Panzer Division, the spearhead of Guderian's 2nd Panzergruppe. On 3 July at 
Lipki, six miles east of Borisov, contact was made. 

BOARD CONFIGURATION: 



A 

M 



BALANCE: 

VICTORY CONDITIONS: The Russians win immediately if they have * Add one MMG to the German OB. 

Exited a three AFV {with functioning MA) off the west edge. * Substitute a 9-2 armor leader for the 9-1 in the Russian OB. 




TURN RECORD CHART 


















# GERMAN Sets Up First 


*1 


2* 


3 


4 


5 


6 


7 


END 


+ RUSSIAN Moves First 
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Elements of Panzer Regiment 18 [ELR: 4] set up on board 3 on/west-of hexrow I {SAN: 3} 
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Enter on hex 2GG5 on Turn 2: 
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Elements of the 1st Moscow Motorized Rifle Division enter on hex 3GG5 on Turn I: {SAN: 0} 
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SPECIAL RULES: 

1. EC are Moderate, with no Wind at start. 

2. All buildings are wooden. All 3rd-level hill hexes are considered 2nd-level. 

3. All Inherent Russian crews have a morale of "9". 



AFTERMATH: A number of light Russian AFVs, supported by a single KV-2 and 
a single T-34. advanced on the lead elements of the 18th Panzer Regiment. Stunned 
by the appearance of the two armored monsters not encountered before on the Army 
Group Center front, the German infantry scattered. A handful of German tanks were 
all that stood in the path of the Soviet advance. The T26 and BT tanks were routed 
by the Pz IHs. The German 37mm shells were unable, however, to affect the KV or 
T-34. Two panzers were quickly destroyed. At that point, several Pz IVs arrived to 
engage the KV-2, while the remaining Pz uTs concentrated on the T-34's vulnerable 
tracks. Soon both Russian heavy tanks were out of action, the KV bogged on soft ground 
and the T-34 with its treads shot away. Without the threat of the KV or T-34, the infantry 
were able to hold their position. This incident reveals the cardinal sin of the Russian 
command: employment of their superior T-34 and KV types not in formation, but 
individually among light and medium tanks, or as support for the infantry. It was a 
mistake Soviet Russia was to pay dearly for. 
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TURNING POINT: STALINGRAD 

$25.00 
Battalion-Level, Area Movement Game 
of the Pivotal Eastern Front Battle 

INSTRUCTIONS: 

Rate each category by placing a number 
ranging from 1 through 9 in the appropriate 
space to the right ("1" equating to excellent; 
"E". average; "9", terrible), EXCEPTION: Rate 
items 7a and 7b in terms of minutes neces- 
sary to play the game, in ten-minute incre- 
ments. (Example; [f you've found it takes two 
and a half hours to play the basic scenario of 
HITLER'S WAR, enter JJ 15" for category 7a.) 
For an explanation of the categories, refer to 
the AH Philosophy of Vol. 24, No, 5, Enter 
ratings only for those categories relevant to the 
game in. question. Note that AH's ratings for Com- 
plexity, tear of Publication and Type (2P=two 
player; MP=muHi-pleyer; 5Q=solrtaire!i have been 
provided for your information. 
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Game Length 
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Hat of Publication 
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The GENERAL 

=^\ 
WHAT HAVE YOU BEEN 

PLAYING? 

Top ten lists are always in vogue — be the subject books, television, 
shows, movies or even games. The public seems never to tire of seeing 
how its favorite way of spending their leisure time stacks up against the 
competition. So, to cater further to your whims (and to satisfy our own 
curiosity), this is The GENERAL'S version of the gamer's top ten. From 
the responses to this form the editors produce the regular column "So 
That's What You've Been Playing" found elsewhere in this issue. 

We aren't asking you to subjectively rate any game. That sort of thing 
is already done in these pages and elsewhere. Instead, we ask that you 
merely list the three (or fewer) games which you've spent the most time 
playing since you received your last issue of The GENERAL. With the 
collation of these responses, we can generate a consensus list of what's 
being played by our readership. This list can serve both as a guide for 
us (for coverage in these pages) and others (convention organizers spring 
instantly to mind). The degree of correlation between this listing, the 
Best Sellers Lists, and the RBG should prove extremely interesting. 

Feel free to list any game of any sort regardless of manufacturer. There 
will be, of course, a built-in bias to the survey since the readers all play 
Aval on Hill games to some extent; but it should be no more prevalent 
than similar projects undertaken by other periodicals with special-interest 
based circulation. The amount to which this bias affects the final out- 
come will be left to the individual's own discretion. 



Opponent Wanted 



50C 



1 . Want-ads will be accepted only when printed on this form or a facsimile and must be accompanied 
by a 50c token fee. No refunds. Payment may be made in uncancelled U.S. postage stamps. 

2. For Sale, Trade, or Wanted To Buy ads will not be accepted. No refunds. 

3. Insert copy on lines provided (25 words maximum) and print name, address, and phone number on 
the appropriate lines, 

4. Please PRINT. If your ad is illegible, it will not be printed, 

5. So that as many ads as possible can be primed within our limited space, we request that you use 
officio] state and game abbreviations. Don't list your entire collection, list only those you are most 
interested in Locating opponents for. 

Advanced Squad Leader— ASL, Afrika Korps— AK, Air Force— AF, Arab-Israeli Wars— AJW, 
Bliizkreig- BL t Britannia-BRIT t Baltic Of The Bulge— BE, Bull Run— BR, Circus Maximus— CM, 
Civilization— CIV, D-Day — DD, Devil's Den — DEV, Diplomacy— DIP, Empires in Arms— EIA, 
Enemy in Sight— EIS, Firepower— FP, Flat Top— FT, Flight Leader, FL, Fortress Huropa— FF, 
France 40— FR, Gettysburg-GE, Gladiator— GL, Guns of August— GOA, Hitlers War-HW, Kremlin— 
KREM, Kingmaker-KM, Knights of the Air-KOTA, Luftwaffe— LW, Magic Realm— MR. Merchant 
of Venus— MOV, Midway— MD. Naval War— NW, PaiucrArmee Afrika— PAA, Paiwerbtitt— PB, 
PanzerGruppe Guderian— PGG, Fanzerkrieg— PK, Panzer Leader— PL, Palton's Best— PAT, Platoon— 
PLA, Raid On St. Nazairc— RSN, Rail Baron-RB, Richlhofcn"s War- RW, The Russian Campaign— 
TRC, Russian Front— RF, Stellar Conquest— SC, Squad Leader— SL, Storm Over Arnhcm— SOA, 
Tac Air— TA, Tactics n—T AC, Third Reich— 3R, Thunder at Cassino— CASS, Titan— TT. L'p Front— UF. 
Victory In The Pacific— VHP, War and Peace— W&P, War At Sea— WAS, Waterloo- WAT, Wooden 
Ships & Iron Men-WSIM. 
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CONTEST #150 



As described on Page 12, the Russian player in this game of TP: STALIN- 
GRAD should perform the following: 



Impulse Area 



Actions Taken 



44: 




45: 


42: 


* ii 

^- 
3-4-4 




X II 

SJX- 

3-4-4 


H ii 
1 3-4-4 



43: 



3-4-4 



(91 — " 

SI 9 



1-2 

REFIT 



55: 



K i 



3-2-5 



■^ ii ti' 




74: 



73: 



2-3-4 



?& 



.(Rate from 3 to 10, with "I" equating excellent and "|.Q" terrible). 



Issue as a whole 

To be valid for consideration, your contest entry must also include the three best articles, in 
your view: 
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CITY 



STATE 
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The GENERAL 



3 FOR THE 
PRICE OF 1 



Pick any 3 issues^pay only the single issue 
price of $4.00. If you want more — fine— pick 
out 3 more issues. In fact, select as many 
sets of 3 issues as you want! Then pay just 
$4 for each set of 3 issues. Offer expires 
December 31 , 1 990 or when supply runs out, 
whichever comes first. Select from these 25 
great issues of past years; featured game 
is indicated under each... 




Vot.23 No.3 
SUBMARINE 



Vol,23 No.J 

EMPIRES IN ARMS 



Vol,23 No.5 
KNIGHTS OF THE AIR 



Vol.25 No.3 
PATTON'S BEST 



Vol.25 No.4 
ENEMV IN SIGHT 



NOT NECESSARY TO USE THIS COUPON— YOUR ORDER ON A BLANK SHEET WILL DO 
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The Avalon Hill Game Company 



DIVISION OF MONARCH AVALON. INC. 

Emwg 4517 Harford Road * Baltimore, MD 21214 

| STHATEC1M 

Check issues desired. Make check or money-order payable to The Avalon Hill 
Game Company. Enclose S4 for each set of 3 Issues. BE SU RE to add postage 
and handling: 10% USA; 20% Canada, Mexico; 30% foreign. 

□ Vol.14 No.5 D Vol.20 No,1 □ Vol.23 No.1 

□ Vol.1 7 No.4 □ Vol.21 No.S □ Vol.23 No.2 

□ Vol.18 No.4 □ Vol.21 No.6 □ Vol.23 No.3 

□ Vol.18 No.6 D Vol.22 No.1 D Vol.23 No.4 

□ Vol.19 No.1 □ Vol.22 No.2 □ Vol.23 No.S 

□ Vol.1 9 No.2 □ Vol.22 No.3 □ Vol.23 No.6 
a Vol.1 9 No.5 D Vol.22 No.4 D Vol.25 No.3 

□ Vol.1 9 No.6 D Vol.22 No,5 □ Vol.25 No.4 

D Vol.22 No.6 
Offer good while supply lasts — expires December 31 , 1 990. 



NAME. 



ADDRESS. 



CITY, STATE, ZIP . 



Please Indicate Method of Payment: 

□ American Express D MasterCard 



L Check 
□ ViEa 



D Money Order C Charge 

DO NOT SEND CASH 



ACCOUNT 
NUMBER 



Exp. Date. 



SIGNATURE. 



For quick credit card purchasing, call TOLL FREE 1 -800-999-3222 



final Ballot for the 

Origins Awards 1989 

'Presented By the Academy of Adventure gaming Arts and (Design 



1. Best Historical Figure Series, 1989 

__American Civil War, 15 mm, Stone Mountain Miniatures, Inc. 

American Civil War, 25 mm, Connoisseur, USA. 

_Aztecs, 25 mm, Falcon Miniatures 

Republican Romans, 15 mm, Frontier Miniatures 

_Seven Years War, Hungarians & Russians, 25 mm, RSM Ltd. 

2. Best Fantasy or Science Fiction Figure Series, 1989 

Dragonlance AD&D Figures, Ral Partha Enterprises, Inc. 

__Fantasy Adventurers, Hal Partha Enterprises, Inc. 

Official AD&D Monsters, Ral Partha Enterprises, Inc. 

Ork Horde, Warhammer 40K, Games Workshop, Inc. 

Shadowrunners, Shadowrun, Grenadier Models, Inc. 

Skeleton Army, Games Workshop, Inc. 

__Star Wars Series, Grenadier Models, Inc. 

3. Best Vehicular Miniatures Series, 1939 
_Battle Titans, Games Workshop, Inc. 

_BattleTech Mechs and Vehicles, Ral Partha Enterprises, Inc. 

Dwarf War Machine, Games Workshop, Inc. 

Harpoon Miniatures, GHQ 

__Renegade Legion: Centurion Line, FASA Corp. 

4. Best Accessory Figure Series, 1 989 
Cities of Mystery, TSR, Inc. 

Colonial Guns and Machine Guns, 25 mm, Lyzard's Grin 

Hovels, Medieval and Northern European Buildings, Stone 

Mountain Miniatures, Inc. 
Warhammer Mighty Fortress, Games Workshop, Inc. 

5. Best Miniatures Rules, 1989 
__BattleSystem Miniatures Rules, TSR, Inc. 

Napleon's Battles, The Avalon Hill Game Company, Inc. 

__So(dier's Companion, Space:1889, Game Designers' Work- 
shop, Inc. 
_Jactica, Arty Conliffe 
__Warhammer 40K Compendium, Games Workshop, Inc. 

6. Best Role-Playing Rules, 1989 
_AD & D -2nd Edition, TSR, Inc. 

Champions (hardback), Iron Crown Enterprises, Inc. 

Ghostbusters II, West End Games, Inc. 

Shadowrun, FASA Corp. 

Space: 1889, Game Designers' Workshop, Inc. 

7. Best Rote-Playing Adventure, 1989 

_Alice Through the Mirrorshades, Paranoia, West End Games, 

Inc. 

Curse ol the Azure Bonds, Forgotten Realms, TSR, Inc. 

Empire of the Witch-king, Middle-earth Roleplaying, Iron Crown 

Enterprises, Inc. 

The Great Old Ones, Chaosium, Inc. 

The Ice Man Returneth, Paranoia, West End Games, Inc. 

in Search of Dragons, Dragonlance, TSR, Inc. 

_Waterdeep, Forgotten Realms, TSR, Inc. 

8. Best Role-Playing Supplement, 1989 

Creatures of the Dreamlands, Call of Cthulhu, Chaosium, Inc. 

Imperial Sourcebook, Star Wars, West End Games, Inc. 

Monstrous Compendium, AD&D 2nd Ed., TSR, Inc. 

Shadow World: Master Atlas, Rolemaster & Fantasy Hero, Iron 

Crown Enterprises, Inc. 

Spelljammer, AD&D, TSR, Inc. 

9. Best Graphic Presentation of a Role-Playing Game, Adven- 
ture or Supplement, 1989 

_AD & D -2nd Edition, TSR. Inc 

Creatures of the Dreamlands, Call of Cthulhu, Chaosium Inc. 

Imperial Sourcebook, Star Wars, West End Games, Inc 

Lace & Steel, The Australian Games Group 

Shadowrun, FASA Corp 

_Spelljammer, AD&D, TSR, Inc. 



10. Best Pre-20th Century Boardgame, 1989 

, A House Divided, Game Designers' Workshop, Inc. 

Guns of Cedar Creek, Simulation Design Inc. 

Napoleon at Leipzig. Clash of Arms Games, Inc. 

Rise and Fall, Engelman Military Simulations 

Siege of Jerusalem, The Avalon Hill Game Company Inc. 

11. Best Modern Day Boardgame, 1989 
5th Fleet, Victory Games, Inc 

Desert Steel, West End Games, Inc. 

Europe Aflame, TSR/SPI. 

^Modern Naval Battles, 3W 
Red Storm Rising, TSR, Inc. 

12. Best Fantasy or Science Fiction Boardgame, 1989 
Battle for Endor, West End Games, Inc 

Dungeon!, TSR, Inc. 

The Great Khan Game, TSR, Inc. 

, Space Hulk, Games Workshop, Inc. 

„Web of Gold, TSR, Inc. 

13. Best Graphic Presentation of a Boardgame, 1989 
5th Fleet, Victory Games, Inc. 

Battle for Endor, West End Games, Inc 

Red Storm Rising, TSR, Inc. 

Space Hulk, Games Workshop, Inc. 

_Web of Gold, TSR. Inc. 

1 4. Best Play-By-Mail Game, 1 989 

Family Wars, Andon Games 

llluminati, Flying Buffalo, Inc. 

.It's A Crime, Adventures by Mail 

Kings & Things, Andon Games 

Mobius I, Flying Buffalo, Inc. 

15. Best New Play-By-Mail Game, 1989 

Beyond the Stellar Em pi re -The New System. Adventures by 

Mail 

prion Nebula, Orpheus Publishing Corp 

Space Combat, Twin Engine Gaming 

Supremacy. Andon Games 

16. Best Fantasy or Science Fiction Computer Game, 19S9 
Curse of the Azure Bonds, Strategic Simulations, Inc. 

Dragon Wars. Interplay Productions 

Mech Warrior. Activision 

Sword of the Samurai, Micro prase, Inc, 

War of the Lance, Strategic Simulations, Inc. 

17. Best Military or Strategy Computer Game, 1989 

Battles of Napoleon, Strategic Simulations, Inc. 

F-15 Strike Eagle II, Microprose, Inc. 

M-1 Tank Platoon, Microprose Software, Inc. 

Sim City, Maxis 

Their Finest Hour, Lucasfilm 

18. Best Professional Adventure Gaming Magazine, 1989 
Challenge, Game Designers' Workshop, Inc. 

Computer Gaming World. Golden Empire Publications 

Dungeon Magazine, TSR, Inc. 

GM, Croftwood, Publishing 

Strategy & Tactics, 3W 

_White Wolf, White Wolf Publishing 

19. Best Amateur Adventure Gaming Magazine, 1989 

The Canadian Wargamers Journal. The Canadian Wargamers 

Group 

ETO, Bill Stone 

_Savage & Soldier, Lynn Bodin 

Volunteers, The Newsletter of Civil War Gaming 
The Zouave, ACW Society 



Signature: 
Address: 



These are the final nominees for the Origins Awards for 1989. Vote 
for only one nominee per category by checking or marking the line 
preceding your choice. Fill in your address and sign your ballot. 
Mail the completed ballot to: Origins Awards Final Ballot, PO Box 
3727, Hayward, CA 94544. 



The deadline for return of the ballot is June 8, 1990, Ballots post- 
marked after the deadline will not be counted. The Origins Awards 
will be presented at Origins '90 in Atlanta, June 28- July 1, 1989. 
The awards ceremony will be Friday, June 29th. Members of the 
Academy of Adventure Gaming Arts and Design will receive a final 
ballot in the mail. If you have any questions concerning the ballot or 
the Academy, please write: Origins Awards, PO Box 3727, Hayward, 
CA 94544. 



